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Nowhere Else Can You Get A USR Sportster 
Modem For Less Than This! 

• Save on The Sportster 14,400 V. 32 bis / V.42 bis Modem • Data Compression 38.400 BPS 

• $199 for Internal (USRS01) • $209 for External (USRS02) 

• Free Sierra Network Membership With Purchase 

CALL 1-800-SOFTWARE n ™-"— - * 

Order By Noon And We'll Ship It The Next Day 



(Mobotics 

The Intelligent Choice In Data Communications. 



Announcing true 16-bit stereo sound. 
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Honest. 



Other PC sound cards would like you to believe they 
offer True 1 6-bit Sound. ITie truth is, they don't. 

Only Media Vision's new Pro AudioSpectrum 
16" — with its 16-bit stereo recording and playback 
at 44kHz — delivers the top digital quality you 
expect from the l>est CD system. Making it the 
ultimate multimedia sound standard, and the best 
studio quality sound for your games and pre- ^Q| 
sentations — made possible by Media Vision's 
proprietary audio silicon chip set. 
True 16-bit Sound for tne price of ordinary 
sound. Hallelujah. 

Pro AudioSpectrum 16 supports all the PC games and 
is 100% compatible with first generation sound cards, 
including Sound Blaster ". What's more, it's fully compati- 
ble with Windows 3.1 — and exceeds MPC specifications. 

It also provides the most advanced 20 voice stereo FM 




synthesizer — for righteous sounding music that's out-of- 
this-world. Plus microphone input and stereo line-in for 
recording, a 4 watt per channel on board amplifier 
and improved high speed SCSI that's absolutely 
divine. 

In addition, it comes with a rich collection of 
software for editing, MIDI music, presentation, 
text to speech and more. 

For a sound answer to your PC's prayers, 
see your dealer today. 

Now that you know the real truth, experience the real 
excitement of True 16-bit Sound. Only from Pro Audio- 
Spectrum 16. 
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Editor's Note: Do the initials MPC, CDI. 
CDTV, VIS, SEGA, NES, SNES or 3D0 mean 
anything to you? Should you care? Ken 
Williams, President and founder of Sierra 
On-Line Inc. tries to make some sense of 
the alphabet soup that represents 
interactive entertainment today. 

How would you feel if you went 
shopping for recorded music one day and 
discovered you couldn't listen to a new ( I) 
by your favorite artist because the format 
was different than your stereo system? 
Imagine if you had to buy entirely different 
sound systems to listen to country or rock 
or classical music. Imagine if, every time 
your favorite artist came out with a new 
recording, you had to invest hundreds ot 
dollars to upgrade your stereo, just to 
listen to it? 

Fortunately for all of us, the music 
industry doesn't work this way. A CD is .1 
CD and a cassette is a cassette and you can 
get virtually any title on either format. 

The computer industry has a lot to learn 
from this. As it is, you need one system to 
play King's Quest VI, another to play 
Stmk. the Hedgehog, another to play Super 
Mario, and a fourth to take advantage of 
all the great reference and educational ( l)s 
that are coming out. 

Must experts agree CDs are the format 
of the future for interactive entertainment, 
but the number of choices tor CD gaming 
(and interactive entertainment in general) 
is already numbing. And as the number of 
formats increases, so does the anxiety of 
the consumer who legitimately worries 
that he may buy a system that will become 
obsolete in another year or so. 

Welcome to the jungle of Industry 
Standards in the computer business. 

Do I have the right system? Is there 
one right answer? 

The idea for this article comes from 
Roberta, who is in the living room yelling 
at me about all the clutter on top of the 
television. We have a Nintendo 8-bit, a 
Super NES 16-bit, a Sega Genesis (with a 
CD-ROM drive), a CDI player and a 
Tandy VIS machine. All of these are 
connected to the family television. She has 
given me a mandate to "cut back to one 
device" and get rid of the others. She is 
tired of all the cables running everywhere 
and of not being able to figure out how to 
turn on the VCR anymore. 




I have always attempted to have the 
latest in consumer electronics at home. 
Although Sierra doesn't make video game 
cartridges, we do plan to support Segas 
and Nintendo* with CD-ROM drives. 
Therefore we need to have at home the 
latest video game systems and the latest 
computers. 

Roberta is right about the TV, though. 
There are too many different devices. And 
what is on top of the TV is only a small 
sampling. Every time I turn around there 
seems to be another new machine coming 
out. No matter what you buy it seems to 
be obsolete, or needs to be upgraded a year 
down the road. If you own a 386, you find 
you need a 486 to play the next game in 
your favorite series. If you own a 
Nintendo, you find the hottest software 
requires that you buy a Super Nintendo 
instead. The worst part is that these things 
are expensive. 

What are today's standards? 

Most homes that have a computer also 
have a video game system. Essentially all 
households in America with children have 
a video game system, either a Sega or a 
Nintendo. The Sega 8-bit system is now 
obsolete and has been replaced by the Sega 




(omplete multimedia upgrade kits usually contain 
a good sound card and all life so f ware you'll need. 
Rut are IBM CDs the future of games'. 




Multimedia games like King's Quest XI an 
redefining the game experience, but will your 
system be able to handle games next yeari 
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Are you ready to try the absolute best 
sound card on the market today? 
The one that PC Games and PC 
Entertainer have named "Hardware 
Product of the Year"? Are you ready to 
make a RISK-FREE investment? Then 
you're ready for the AdLib Gold! That's 
right... AdLib MultiMedia is so confident 
in the AdLib Gold 1000 Stereo Sound 
Adapter, we are offering a 14-day money- 
back guarantee. So pick up that phone 
and dial AdLib MultiMedia Direct... you 
don't even have to pay for the call... 
1 800-463-2686 



Ad lib MultiMedia Direct 

1-800-463 2686 



(orders only) 
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Order now to receive extra special 
Gold Software - Absolutely FREE! 
Available from Ad Ub MultiMedia 

• Ad Lib Gold 1000 $179 

• Ad Lib PC Video $399 
...and much more! 
Dealer inquiries welcome 

• Prices do not include 
shipping and handling- 
All prices in US dollars. 



Microsoft 
WINDOWS 
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AdLib MultiMedia Inc.. 35080 Franquet Street Ste Foy, QC Canada G1P4P3 

Toll free order line : (800) 463-2686 Phone (418) 6568742 Fax : (418) 6561646 

01993 Ad Lib MultiMedia AdLib. Ad Lib Gold and Ad Lib PC Video are trademarks of Ad Lib MultiMedia kv 

Other names are trademarks of their respective owners. 




Genesis 16-bit system. Nintendo 8-bit 
cartridges can still be found but are fading 
away quickly. The Super NES is todays 
dominant Nintendo machine. A CD-ROM 
drive is now available for the Sega and is 
expected in the next year for the Super 
NES. The Super NES and the Sega Genesis 
are both great systems. I have favorite 
games on each of them. 
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better than floppy or cartridge. One CD- 
ROM holds as much as 400 floppy disks 
or 1,200 typically sized cartridges. With 
this increased size the game can be better. 
Better graphics, better sound and better 
gamcplay. For educational products, 
speech is critical to teaching many topics. 
There really isn't a way to do any large 
amount of speech on a cartridge or floppy. 



Everytime I turn around there seems 
to be another new device coming out. 
No matter what you buy it seems to be 

obsolete, or need to be upgraded, 
a year down the road." 



As to computers, there are really only 
two choices for home entertainment or 
education; Macintosh and IBM compatible 
(which I'll refer to as just IBM for the 
balance of the article, although I really 
mean all the hundreds of different IBM 
compatible brands of computers). Mac is 
an awesome machine and infinitely easier 
to use than an IBM. However, there are 
significantly fewer Mac's around than 
IBM's, so fewer games come out for the 
Mac. 

I wouldn't seriously consider a Mac as a 
home machine, if gaming is important to 
you. There arc many great educational 
products on Mac but only a few great 
games. We at Sierra keep producing games 
for the Macintosh but have considered 
dropping support more than once, because 
of the small market size. I'm not sure why 
the Mac hasn't caught on as a game 
machine, but it hasn't. Another market I'm 
not very supportive of is the Amiga 
computer, which is almost completely dead 
in the U.S. 

CDs: The Future of Interactive 
Entertainment and Education 

I predict that within two years almost all 
games and educational products will be 
sold on a CD, regardless of whether the 
game runs on a computer or a video game 
system. In other words, if you want to 
stick with your IBM, Sega or SNES, and 
want to be able to run the hottest new 
games, plan on spending money to buy a 
CD-ROM drive upgrade. On an IBM this 
will run you around $500. For a Sega it'll 
cost around $300. Nintendo hasn't 
shipped theirs yet, but my guess is that it 
will be similar in cost to Sega's. 

Why do I think the market will 
consolidate to CD-ROM? The answer is 
simple. Because it's about a million times 



An added reason for the shift to CD is 
that they are cheaper to manufacture. They 
arc also easier to operate than floppies. It 
is getting impossible to find space on hard 
drives for today's huge games. With a (I) 
you just pop the game in the drive and 
start playing, saving your hard drive for 
other uses. 

What about upgrading my IBM 
compatible computer? 

Sierra derives 95% of our revenue from 
IBM computers. Therefore, an assumption 
might be that we would like to see the 
future be a CD-ROM equipped IBM 
compatible. I'm not sure how I feel about 
this. There are a few problems associated 
with adding a CD-ROM to your IBM. You 
don't just need a CD-ROM drive, you also 
need a music card. My earlier $500 
estimate will get you both if you shop 
around enough. But, once you get your CD 
home you need to install it. This will 
require changes to your CONFIG.SYS file 
and use up some of your machine's 
valuable memory. Some programs you've 
been using will stop working due to not 
having enough memory. 

There isn't that much software available 
for CD and much of what's available isn't 
very good. Some software is what I call 
sliovelware', floppy software shoveled 
onto a CD. It doesn't really exploit the 
power of a CD-ROM equipped system. I 
do not mean to dissuade you from rushing 
out to buy a CD-ROM drive, I just am 
forewarning you that all will not be 
perfect. Our best products will be the CD- 
ROM versions of our games. Having 
played King Quest VI CD, I could never 
again be satisfied with the floppy version. 

So, is that it then? Isn't it obvious what 
to do? Isn't the answer to start saving for a 
CD-ROM upgrade to your computer? 
Perhaps. 




hindy's VIS system can run great names like 
King's Quest V, as well as many educatiional 
titles. 




The new Sega C.I) drive is best suited to action 
games, but adventure games like Willy Beamish 
run great on it, too. 



What about adding a CD-ROM 
drive to my video-game system? 

This is the cheapest and easiest way to 
see what a CD-ROM drive can do is to 
add a CD-ROM drive to your Sega or 
Nintendo system. Some of the titles are 
just cartridges on a CD, but others, like 
our W/7/y Beamish Sega CD are completely 
different. 



"CD's are the format of 
the future for inter- 
active entertainment, 
but the number of 

choices for CD gaming is 
already numbing." 



What other options are there? 

There are whole new machines starting 
to come on the market. Have you seen the 
ads for the new CD-ROM based machines 
that work with your TV? Commodore 
announced a CD-ROM based version of 
the Amiga called CDTV. There is one from 
Philips called CDI (Compact Disk 
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HOT NEW PLACE TO INTERFACE! 

Your hosts, Leisure Suit Larry and Passionate Patti, are proud to announce the 
opening of the world's first totally adult, totally outrageous on-line 
experience. Now, for less than 60 cents* an hour, you can enjoy LarryLand, 
the newest addition to The Sierra Network*, the nation's fastest growing 
games-only, on-line service. And it works with your PC and modem! 



GET READY FOR A NIGHT ON THE TOWN! 




Start your visit to fabulous LarryLand by doing a little 
"character building." Design your own "on-line persona" 
from a selection of hundreds of heads and facial features, 
then select your evening attire from dozens of possible 
clothing combinations. 




Your hosts, 
Passionate Patti 

and 
Leisure Suit Larry. 
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GET SET TO INTERFACE IN CYBERSPACE! 

Once you have yourself together, dive face first into the 
lively land of Larry! Put together a quick list of your favorite 
games and pastimes, and you'll find yourself in a crowd of 
100's of people just like you! It's instant partytime — 
nationwide! 



GO CRAZY IN A NEW ON-LINE WORLD! 

You can "check out" anyone on-line with just the click of a 
button, and talking to them is as easy as tappin' the 
keyboard. Talk freely with anyone and everyone - LarryLand 
is a friendly place where fun-loving people get together to 
get friendly. But friendly conversation is only one of the 
many pleasures in LarryLand. 





GAMBLE THE NIGHT AWAY AT OUR CASINO! 

Participate in a game of Poker, Blackjack or other gambling 
games with your new friends from all over town or across the 
U.S.A. Try your luck at the LarryLand slot machines, or play a 
little "truth or dare" in the LarryLand bar. You won't run out of 
things to say or do! It's lots more fun than television! 



LARRYLAND ON THE SIERRA NETWORK! 




C^LML ^m®]) QUISMMM\ 



Offer D00238 



* Rate based on standard TSN membership with LarryLand access. You can access The Sierra Network toll-free in most of 
the continental United States! Must be 18 or older and own a PC and modem. 



Interactive). Tandy has one called VIS 
(Video Information System). Commodore 
has the CDTV (Compact Disc for TV). 
Electronic Arts, Time- Warner, AT&T and 
Matsushita are working together on a 
device called 3DO which won't be out 
until this Christmas. 



certain amount 01 
confusion is understand- 
able, we are at the birth 

of a major new 
industry." 



These CD-only devices each cost around 
$700. They don't work in conjunction 
with your computer or video game system, 
you just connect them to your TV and 
start playing. CDI and VIS are in stores 
now and have plenty of software available. 
Neither has been a hit yet, possibly 
because no one really understands what 
they are. I think most people know what a 
computer or a video game system is, but 
are confused about what these devices do 
and why they might want one. You may 
want to consider whether to upgrade your 
computer or video game system, or if you 
should consider buying one of these CD- 
only devices. 



We Still Need Standards! 

I spoke at the start of this article about 
the need for standardization. None of the 
devices I have described are software 
compatible. What this means to you is that 
a CD for an IBM won't work in a Sega ( I ) 
player, or a 3DO player. Each device's 
CD* are only for that device. There is no 
standardization. Companies like mine have 
to program for each machine, which is 
extremely expensive (a cost that is 
ultimately passed on to game players). 
Plus, no one machine will run all the 
games, so no matter what you buy you'll 
never be able to run everything. You also 
run the risk if you buy one of these that it 
will quickly become obsolete. Already 
Commodore's CDTV appears to have 
fallen well below expectations. 

A certain amount of confusion is 
understandable, we are at the birth of a 
major new industry. What we think of 
today as a computer or a video game 
system will someday assume a much more 
important role in our homes. 



I foresee a day when there is one home 
entertainment device which combines the 
functions of a CD-AUDIO player, VCR, 
video game system and computer. I am 
used to thinking of the term software as 
meaning "a computer program and its 
related data." This is a very narrow 
definition. I remember a few years back 
when the Japanese company Sony was 
acquiring the American film company, 
Columbia Pictures. The press kept 
referring to it as Sony moving into the 
software business. At first I thought 
Columbia must have a electronic 
entertainment division, but then realized 
that in the film business they think of a 
movie is software that runs on hardware 
called a VCR. Music can be thought of as 
software that runs on hardware called CD- 
players. And, I guess you could think of a 
book as software for your eyes, without 
stretching the definition too far. 

So, if books, records, films and even 
computer games are all software, then why 
not one piece of hardware that works with 
all of them? I see this device as being 
connected to the outside world, either 
through your telephone or over cable TV. 



which allows for special effects which 
computers can't do. For instance, the 
scrolling in Super Mario or Sonic is almost 
impossible on an IBM. Action games are 
better on video game systems. FRP type 
games seem to run well on both platforms. 

• Tandy VIS has its roots in the computer 
industry so most of the product running on 
it has a computer feel. Its strength is on the 
education side, running products like 
multimedia encyclopedias. 

• M)0 has all the fancy graphic hardware 
of a video game system and the processing 
horsepower of a computer. 

One big question for me is the 
availability of a modem. Longer-term, I 
foresee devices connecting to the outride 
world through two-way cable TV. But, for 
now, a modem is the only solution, and 
only computers have modems. Also, you 
need a keyboard. If you haven't played a 
multiplaycr game, it's a completely 
different feeling. (Allow me a brief 
commercial here. If you have an IBM and 
a modem then call 800-SIFRRA1 (800- 



"Choose the machine you want to buy 
based on two things; momentum within 
the industry and software availability." 



There will be two ways of getting software 
into your home, by buying (or renting) a 
CD, or directly over cable. You will have 
access to enormous libraries of 
information. You will be able to play 
games, learn Spanish, listen to music, 
watch a movie or look something up in the 
encyclopedia all on the same device. 

Of all the devices I've looked at, only the 
3DO seems to fit this vision. Until it is 
available we won't be able to sec if it 
delivers on this promise-. 

Which CD-ROM Should You Get? 

For now, choose the machine you want 
to buy based on two things; momentum 
within the industry and software 
availability. I lere's a few options you may 
wish to consider: 

• IBM or Mac CD-ROMS: Games 

running on computers tend to be much 
more sophisticated than games on video 
game systems. Flight Simulators and 
Adventure games are best played on a 
computer. CD-ROM may change this. 

• Sega or Nintendo: limited memory and 
computing power but graphics hardware 



743-7721 ) for a few free hours of modem 
based gaming. There's no commitment and 
it's an unbelievably cool experience. These 
other platforms are going to have to offer 
a modem or never be "the ultimate gaming 
platform.") 

To summarize, the trend is towards (I). 
Within a couple of years you will be forced 
to buy some CD-ROM based machine if 
you want to run the latest games and 
educational products. You can either 
upgrade your existing machine or buy a 
CD-only device. Buy carefully because not 
all platforms will survive and you may get 
caught with an obsolete machine. 

Cood I.uck! 




Ken Williams 

President, Surra On-I.ine, Inc. 
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Create Songs on 
Your Sound Card with 
MusicTime. 

Whatever your musical 

ability, MusicTime will 

inspire you to create your 

own breathy love songs, 

foot-tapping jazz or 

head-slammin' rock n' 

roll. With MusicTime 

and either a sound card 

or a MIDI instrument, 

you can compose, edit, 

play back and print sheet 

music on your PC. 

Bring Your Music to Life. 

Use your mouse to click 
musical notes and 
symbols onto a staff 
sheet. If you've got a 
Miracle" or MIDI key- 
board, MusicTime will 
record and transcribe 
your live performance into music notation in real 
time — right before your eyes! 

Easy to Play Back, Edit and Print. 

Play back instantly through your sound card or MIDI 
gear. Editing is easy with MusicTimc's cut, copy and 
paste commands. Automatically transpose notes into 
any key. Add guitar chords. Write beautiful lyrics. 
Print out publishing-quality sheet music. 



MusicTimc couldn't be 
easier to use. 

Windows, Mac and 
MIDI Compatible. 

MusicTime is available 
for PC's with Windows'" 
or the Macintosh? and is 
compatible with The 




Miracle Keyboard, Sound 
Blaster Pro? Media Vision 
Pro Audio Spectrum" and 
Thunder Board," AdLib 

Gold'" and most popular PC sound cards. 

For your copy of MusicTime, call Passport or visit 

your nearest computer or 

music store. If you're tired of 

just playing games with your 

sound card, get MusicTime and 

turn your beeps and blasts into 

be-bop and hip-hop. 







PASSPORT. 



M« » h » I 
WIN! * MS. 
((MWSU 



ft 



Iff 



¥ft 



■ a 




r 



Pm^wnlVu^K. Inr.HCWSinncPinrRd • Half Moon Bay. CA 94019 USA* Phone: (415) 726-0280» Fax: (415) 726-2254 



Passport »*jiic lime is a If aderrurt a Passport Oejo/e mc AH oBw ptoduds and wands are trademarks or egtswed l/ademarts ol met (espedn* downs 




Editor's Note: Chris is Roberta and Ken 
Williams' 13 year old son. He wants to be 
involved in the computer entertainment 
industry someday and volunteered to lend 
a teenager's slant to the pages of this 
magazine. 

By: Chris Williams 

Well, I'm back to tell what I think is the 
best game at this time. This time I'm going 
to tell about Space Quest V, as you may 
have guessed. Space Quest V starts off 
with you flying around exploring space 
when you're attacked by a bunch of strike- 
ships. Commander Quirk then comes up 
on the screen in front of you and asks what 
you are doing in the simulator. 1 bet you 
thought the ship was going to get blown up 
and land on a planet, and that would be the 
start. Instead you start off in school 
learning to be a starcon captain (here's a 
hint: after you get out of the simulator you 
go to your class and take a test, the only 
way to get past it is to cheat). 

Kventually you become captain and 
become the head of the SCS Eureka 
traveling through space going were no man 
has gone before, doing good deeds, 
vanquishing villains, and altogether being a 
hero. Oops, wrong story all you do is fly 
around picking up trash. Until Arnoida 
Robo Schwartz (the female version of 
Arnoid Robo Schwartz) attacks you 
because of forgery in Space Quest II. Well 
that's the beginning of Space Quest V and 
about as far as I've gotten. 

I bet that everyone who plays Space 
Quest V will probably pass me in the same 
amount of time that I've played. So far I've 
been playing for about six hours over the 
space of two weeks, and I just finished off 
Arnoida (I never was very good at 
adventure games though I do like them). 
Now I'll tell the overall thing you're trying 
to accomplish in Space Quest V, or at least 
as much as I know. 




Someone's been dumping toxic waste 
everywhere so you have to stop them, if 
you live long enough to get there. Also, 
You meet the woman that Roger's son 
showed him in Space Quest IV (also known 
as his |future(though I don't know far in 
the future /they weren't together in Space 
Quest X\ ) | wife). Well that's as much as I 
know concerning what you're trying to do. 
The next paragraph you don't have to read 
but I would suggest you all read the last 
one (the next one is for the people who 
wrote to me). 

I'm finished with that so now I can go on 
to something else. I want to thank all of 
you who wrote to me because that's what 
got me this second column. I tried to 
answer all of the letters on TSN, but I never 
got around to writing back to most of the 
letters received by mail. I lost some of them 
(sorry) so I'll try to remember where all of 
them were from. I had one from Cairo 
which had a crossword puzzle in it, I think 
two from Canada, one from Belgium (I 
never had time to check your spelling), and 
two from Massachusetts. 

Here's a preview. In my next column I'm 
going to write about Freddy Pharkas: 



TION 2000 



Ftontm Pharmacist. After that I think my 
moms game Phantasmagoria is going to be 
in here (I'm not sure though). Probably 
none of you have heard of that one so I'm 
going to tell a bit about it. It's pretty much 
going to be the first real horror game (yes 
my mom can do horror not just King's 
Quest). It's also going to be rated R which 
is why I know I will write about it to teens. 
The only catch is that It's going to only 
come out on CD so I would suggest that 
everyone rush out and get a CD-ROM 
drive (you should start now because it takes 
a while to set one up). Well I'm finished, so 
bye all. 

Write and let me know what you think of 
my article. I don't answer all my mail but I 
read it. 



TSN: 
Inter Action: 
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COMPUTE has the OFFICIAL Books 

for the 
HOTTEST Sierra Games 



When Roger leaves the Bridge simulator, the going 
gets lough in Space Qirm V: The Next Mutation. 
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The Official Guide to 
Leisure Suit Larry 

(2567) $14.95 

The Official Guide to Roger 
Wilco's Space Adventure 

(2370) $14.95 

The Official Book of 
King's Quest, Third Edition 

(2745) $16.95 

The Official Book of 
Police Quest 

(2605) $14.95 



Please send check or money order to: 

COMPUTE Books 
co CCC 

2500 McClellan Ave. 
Pennsauken, NJ 08109 




Sales Tax: Residents of NY. NJ. and NC add appropriate sales tax tor 

your area. Canadian orders add 7% GTS 

Shipping and handling To North America please add $2 50 tor lira 

book, $50 tor each additional Outside North America add $6.00 lor 

first book. $1.00 tor each additional 

AH payments must be made m US funds Checks and money orders 

must be from a US bank Please alow four to six weeks delivery 
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Play the best and we'll 
send you $8.00 

J (See details below.) 




IN o matter what computer football game you've 
played (or even if you haven't played any), you'll find 
nothing compares to the total pro-football experience 
of Front Page Sports™ Football. 

From drafting teams to forming leagues to designing 
plays and running the action, only Front Page Sports™ 
Footballhas it all. And now you can get $8.00 just 
for treating yourself to the the best. Here's how: 

1 . Buy a copy of Front Page Sports'" Football 
from your local retailer. 

2. Fill out the coupon below and send it and 
your original purchase receipt to us. 

3. We'll send you a check for $8.00. 

4. Enjoy the best computer football season 
you've ever had. 




". . . the best animation I've seen in a 
football game. . . The action is fluid and 
easy to control. . . There is no better foot- 
ball game on the market!" 

-Computer Game Review 



"In pbiy creation and editing, Front Page 
Sports'" Football can 't be touched. ..the 
game that brings everything to the field. . . " 

-PC Games Magazine 



. - . j 

J Yes! Send me a check for $8.00. Heres my coupon and my original 
sales receipt for Front Page Sports'" Football 



Name 



Address . 
City 



.State 



.Zip. 



Daytime Phone 

Terms & Conditions: I.) This offer is valid only for From Page Sporti' Football games purchased 
between Heb. 15, 1993. and June 30, 1993. 2.) This offer not valid with any other coupons or promo 
lions. 3.) One rebate per household. 4.) This offer expires July 10, 1993. 5). Mail this coupon and 
your original From Page Sports" Football sales receipt as proof of purchase to: Football Rebate Offer, 
Sierra On-Unc, P.O. Box 485, Coarsegold. CA 93614. Offer #368 



". . . one of the most visually stunning and 
realistic simulations of the sport. . . It is a 
rare example of a football game that will 
appeal to everyone, from the casual 
arcade player to the die-hard rotisserie 
league fanatic. " 

— VideoGames & Computer 
Entertainment 



Excellence in 
Sports Simulation. 



Dynamix 
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Questing for Sierra Soundtracks 

Being a Sierra fan/game player, I look 
forward to reading every issue of your 
InterAction magazine. The articles and 
reviews are great!. ..Also, I want to 
congratulate you on all the beautiful work 
you have done in all the games you have 
brought out in the past two years, 
including all the hand-painted art. I'm 
breathless on the music and sound effects 
of Space Quest IV, King's Quest V and VI. Is 
there any way of purchasing a CD 
soundtrack to any of these games? 

Jason S. Loiselle 
Lexington, KY 
p.s. Keep on developing those great 
games. 



I think I have fallen in love! Would that 
Alexander was around to rescue me. 
Seriously though, what a wonderful game 
you have produced. It has kept me glued 
to my computer from day one. The 
graphics and music are superb. As to the 
plots, some were very devious and some 
very funny (I have to keep doing the 
"Stick in the Mud" fight and the 
Guardians for my youngest son, who 
thinks they are hilarious). A good working 
knowledge of fairy tales and mythology 
certainly helped. 

One point: have you ever thought 
about releasing some of the music to your 
games on record? I cannot get the "Girl in 
the Tower" out of my head, and my eldest 
son goes around singing the Space Quest 
music, not to mention "Ra, Ra Amon Ra" 
and your opening theme... 

H. N. Hopwood 

(on behalf of a Sierra-addicted family) 

Houston, TX 

Music fans are in luck! The best 
selections of Sierra's award-winning 
soundtracks are now available on compact 
disc! The Sierra Soundtrack Collection 
features "Girl in the Tower" (the King's 
Quest VI theme), and themes from King's 
Quest V, Quest for Glory, Conquests of 
Camelot, Conquests of the Longbow, 
Codename: Iceman, and Police Quest II. 
The CD can be ordered directly from Sierra 
at 1-800-326-6654. — Ed. 

Go ahead... Mac My Day 

I am the owner of a Macintosh LC. I 
have a question. How come almost all 



games made by your company come out 
on the IBM ages before they come out on 
the Macintosh? 

I have been a fan of the games you 
produce but have been disappointed by 
how long I have to wait for games to 
come out on the Mac. Is it because I shop 
at a certain store (particularly Egghead) 
that doesn't come out with games for the 
Mac after a while? 

I have been going to Egghead almost 
every week for the last month looking for 
Island of Dr. Brain, but I have yet to find it. 
Yet when I look in the IBM section there 
are many copies. Some games I have never 
seen for the Mac, like the Police Quest 
series. I am very worried when Space 
Quest V comes out I will have a very hard 
time finding it (the Space Quest series just 
happens to be my favorite series). 

I am asking for you to bring more 
games out for the Mac. 

Thank you, 

Eli Van Allen 

Los Angeles, CA 

Stuart Moulder, who headed up Sierra's 
Mac team before moving over to a special 
assignment at TSN, replies: "I'm glad you 
enjoy the Mac versions of our Sierra 
games. For the past few months we have 
been working very hard to make our Mac 
games better and more Mac-like than 
ever. The good news is that we are nearly 
finished and ready to release our best Mac 
games to date. The first game you should 
see is King's Quest VI. King's Quest VI will 
run faster than our previous Mac games. It 
boasts an improved Mac interface that 
takes better advantage of Mac menus, the 
mouse and keyboard shortcuts. We are 
also adding QuickTime support for King's 
Quest VI and I guarantee the opening 
movie will blow you away. You haven't 
been able to find Island of Dr. Brain yet 
because we haven't done it. However, 
once we launch the Mac version of KQVL 
we will turn our efforts to converting 
several of the PC games that you and 
others have been waiting for. " 



Of Dogfighting and Doghouses 

Please give the gang at Dynamix my 
sincere thanks for the great flight 
simulations. 

I have A-10, Aces, and Red Baron on my 
hard drive, and enjoy them tremendously. 
Thanks to the great manuals included 
with each game, I have also learned some 



interesting and totally useless (according 
to my spouse) history. 

Linda (the aforementioned spouse) had 
previously complained of being a football 
widow. The acquisition of the flight 
simulators from Sierra/Dynamix has indeed 
placed me in a perilous position. Lately, I 
have overheard mumbled threats that 
include words like Sierra, computers, and 
doghouse. 

Perhaps the proverbial final straw will be 
the several hundred dollars I spent upgrad- 
ing my 386SX to a 486DX . 

I am impatiently awaiting the mission 
builders for Red Baron and Aces. And 
wouldn't it be great if Dynamix developed 
a Mission Recorder for A- 70? 

Well, Linda promised to take me for a 
walk after I finished my Friskies. 

Thanks again from the doghouse, 

Chris Erickson 

Juneau, AK 

Good news and bad news, Chris: The 
good news is Dynamix is currently working 
on A-10 Tank Killer, Ver. 2.0 and the 
Mission Recorder is one feature that's 
being considered. Watch these pages for 
more details. 

The bad news is this probably won't 
improve things on the homefront. 
(However, we game players have found 
that flowers and occassional dinners out, 
do wonders!) Since we hate to be the 
source marital disharmony, may we 
suggest you play a season or two of Front 
Page Sports Football between aerial 
campaigns? See if Linda won't join in for a 
game. (This may not get you out of the 
doghouse, but you'll have fun playing FPS 
Football.; — Ed. 



& CORRECTIONS 






1. There- was an inadvertent error in the 
football comparison chart on page 20 of 
the Winter, 1992, issue of Inter Actum. 
The chart should have read that Nil Pro 
League features both a Quick-Play 
option and modem play. While we made 
every effort to provide an up-to-date 
comparison, our researchers apparently 
were unaware of the enhancements to the 
current version of NFL Pro league. We 
regret the error. 

2. The WWII:1V46 article credited to 
Bob I.indstrom in the Winter, 1992, issue 
of I nter Act Kin was actually written by 
John Brunmg. 
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You get so much out of it 
because we put so much into it. 



Falcon 3.0 

Awards 

of Distinction 



Computer Gaming World 

Simulation 

of the Year 1992 




we could tell you about 
the superb graphics we put 
into Falcon" 30. And the 
incredibly real F-16 feel. 
And the sensational scope 
that delivers everything 
from Instant Action arcade 
excitement to plotting your 
own Red Flag training missions 
to engaging in a different 
campaign every time you play. 
But we couldn't say it half as 
well as the critics have said 
it. Look at the high marks 
they've given Falcon 30. 

"Tbe visuals during flight are 
awesome." jim douglas. ace 

"If you aren 't in (be armed 
services -and maybe even 
if you are-tbis is as close 
as you can come to flying 
tbe Falcon." 

PETER OLAFSON. COMPUTE 

"Tbe graphics are stunning 
tbe sound is incredible and 
tbe game play is a rush ' ' 

DM/ID ETHEL. VIDEO GAMES & 
COMPUTER ENTERTAINMENT 






"■o. 



HoloByte 




r s 



"Be excited. Falcon $.0 

makes other efforts in this 

genre seem like test runs 

for tbe real thing." 

STRATEGY PLUS EDITORS 

Tbe most complete and 

accurate jet fighter 

simulation to be found 

this side of a security 

clearance. Period 

RtCHARD SHEFFIELD 
COMPUTE 



"Tbe most appealing 
aspect is tbe realism. 
This is as true to life as 
I've seen on a computer 

COMPUTER GAME 
REVIEW EDITORS 



FALCON 3.0 







For Visa/MasterCard orders call 
24 hours a day, 7 days a week: 
1-800-«95-<5AMr (Orders Only). 
For technical questions and availability call: 
(M-F 9am-5pmPST) 



Available for IBM/compatible* 



Now Falcon 3-0 

takes you places you've 

never flown before. 

Operation: Fighting 1 . 

lakes you on action packed 

mllltnni in Hirer new Man 

campaigns Fly your F-16 to Korea, 

to the Pakistan/India border. 

to Japan and the disputed Kunle 

Islands, where you can also fly the 

advanced FSX. Japan •> newl\ modified F-16 

Operation: Fighting Tiger requires Falcon 30 



Spectrum Hole Byte 

Spectrum HotoByte. Inc. 2490 Manner Square Loop, Alameda, CA 94501 
Opwttort TiffianQ Tigtr and Falcon 3.0 are iradofnario and Fatoon and apoomjm HotoByto 



Computer Gaming World Editor 
Meets His Match on TSN 

While the addictive nature of computer 
games has probably been the cause for 
more than one divorce, it's nice to know 
it's also been the beginning for more than 
one happy marriage. 

Alan Emrich, Assistant Editor for 
Computer Caming World magazine, has 
joined the growing ranks of those who've 
met their future mates on The Sierra 
Network, Sierra's on-line, multi-player 
game network. Alan was married to Julie 
Roach on December 27, 1992, in Anaheim, 
CA. The wedding was conducted by Dr. 
Johnny L. Wilson, Editor of Computer 
Gaming World. 

The romance began on TSN while Alan 
was researching an article for CGW. During 
an on-line poker game, Alan met Julie's 
mother. Donna, a Sysop (system operator) 
for the network. Alan told Donna all about 
life in Southern California while Donna 
filled him in on life in Battle Creek, 
Michigan. During the conversation, Donna 
also spoke glowingly of her daughter. 

A few weeks later, Alan met a "Julie K" 
on TSN and quickly realized it was the 
same daughter he'd heard about from 
Donna. While chatting on-line, they noted 
similarities that, as they put it, "only have a 
right to exist in a Twilight /.one script". 
The two continued their conversation on 
the phone and exchanged pictures. They 
planned to meet in Las Vegas in December. 

Before the actual meeting took place, 
however, Alan and Julie found true love. 
The planned meeting became a planned 
wedding. 

"Everybody at TSN is delighted," said 
John Williams, Vice President of 
Marketing for The Sierra Network. "TSN 
has now been the beginning of several 
marriages. If this keeps up, we'll have to 
expand the ImagiNation map to include a 
wedding chapel." 




SIERRA AND DYMAMIX 
SWEEP SPA NOMINATIONS 

Five of the hottest titles from Sierra 
and Dynamix have made the final nom- 
ination list for the annual awards pre- 
sented by the Software Publishers of 
America. The nominees are: 

Best FRF V 'Adventure 

King's Quest VI: 

Heir Today, 

Gone Tomorrow 5*rai 

A richly detailed 
game of discovery and 
adventure for the 
whole family that 
breaks new ground in 
game design and tech- 
nology. Every choice you make affects your 
future options and the attitudes and actions 
of characters you encounter. Depending on 
your skills and the decisions you make, 
your adventure can follow do/ens ot differ- 
ent storylines, with nearly half of the possi 
ble events optional, "...colorful, complex, 
deep, difficult, perplexing. ..KQ6 is a land- 
mark computer game." 

— Questhusters 

Best Strategy Program & 
Best TA Tool Program 

The Incredible 
Machine *rw) 

Want to build a bet- 
ter mousetrap? I lere's 
a mind-tickling cross 
between a pu/./.lc-solv- 
ing computer erector 
set and a Rube Gold- 
berg come to life that is 
fun, addicting and educational. Using such 
items as hamster-powered motors, errant 
bowling balls, gears and pulleys, and explo- 
sives, your goal is to construct machines 
which accomplish tasks like freeing a cat 
from a cage or exercising mice or bursting 
balloons. "In my opinion, this is one of the 
best games of the year!" 

— Com/niter Came Review 





Best Early Ed Program 

Alphabet Blocks (Sena) 

A revolutionary educa- 

«9P tional program that 
teaches young learners 

r\ UJ " sounds of the alpha- 

' bet, the basic rules ot 

the "game" of reading. 

It is the first program 
on the subject to use both digitized speech 
and animation with accurate, synchronous 
facial expressions and features intelligent 
recognition and coaching in problem areas. 
"It's been a solid hit with our underage 
experts." — Macllser 

Best Simulation Program 

Aces of the Pacific 

(Dynamo) 

An incredibly detailed 
combat flight simula- 
tor which covers carri- 
er operations, torpedo 
attacks, anti-ship and 
ground strikes, inter- 
ceptor and escort mis- 
sions, as well as dogfights against top histor- 
ical aces in W.W.II. Its 240-page manual 
contains historical notes, photos, maps, pilot 
profiles, tactics, technical specifications, and 
color illustrations. "Aces of the Pacific is 
smooth, solid, and handsome — the best 
air-combat game I've encountered." 

— Com/niter Shopper 

Best Sports Program 

Front Page Sports: 
Football :/,iamK) 
A wonderfully com- 
prehensive simulation 

that lets you tackle all 
of pro-football, from 
drafting teams and 
forming leagues to 
designing plays and 
running the action on the held. Its elaborate 
artificial intelligence notes patterns and 
counteracts player strategies, learning as it 
plays. It can even calculate areas of weak- 
ness and exploit them. "EPS: \ ooib.ill is one 
of the most visually stunning and realistic 
simulations of the sport I have ever played." 

— Video Games & Computer hntcrtatnmem 
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Willy Beamish and Gir Draxon Show Up on 
Sega CO 

Dynamix has released its 
first title for the new Sega 

^F*^L CD system and the second 

4^ *■ ■ release is due out soon. 

V^^KL The Adventures of Willy 

■V Beamish is available now, 
and Electronic dames has 
described it as "one of the best initial releases 
for the Sega CD". The new Willy CD boMB 
some hot new features, developed especially 
for the Sega CD release. 

The entire crazed cast of characters speaks 
now, with the dialogue recorded by a host of 
professional actors and the action enhanced 
by on-screen lip-syncing. New songs and 
background scores have also been added. 

An all-new arcade sequence has also been 
added. Created especially for the Sega CD 
version, the rapid-fire, tongue-in-cheek, game- 
within-a-game "K'NOIDTRIX" will satisfy 
the most ardent thumb-twitchers out there. 

Speaking of hot arcade action, Stellar 7 will 
become Dynamix' next Sega CD title this 
spring. Stay tuned for more info. 

New Sierra Game Inca Wins Paris 
Graphics Award 

Inca, the stunning new action-adventure 
hybrid game, published by Sierra, captured 
the "Best Graphics" award at the 
Supcrgames show, held in Paris in 
November, 1992. The game, developed by 
the French game company Q>ktcl Vision, is 
already a sensation in Europe. 




Inca features spectacular point of view 
arcade simulations, matched with detailed 
video-captures and surreal outer space set- 
tings. The game casts you as an ancient war- 
rior, piloting a gold spaceship across time 
and space, fighting conquistadors in the far 
reaches of the universe. Read more about 
this unusual and enthralling adventure on 
page 43. 

The Incredible Machine Featured in 
Engineering Contest 

The Society of Professional Engineer's cele- 
brated National Engineering Week by 
hosring a contest to see who could build the 
best contraption on The Incredible Machine, 
the new Sierra game that lets players solve 
create working machines, using bizarre ele- 
ments like balloons, scissors, candles, mon- 
keys, hamsters in cages, pulleys, light bulbs, 
and more. 




Held at George Washington University 
and RE Warner &c Associates in Ohio, the 
contest attracted over 1000 students during 
engineering career day activities. 

The Incredible Machine was also named 
"Puzzle Game of the Year" by Computer 
Came Review magazine. 

Dynamix Sims Score Big 

New sports and flight sims from Dynamix 
are getting critical praise from the press. 

Aces of the Pacific was selected 
"Simulation Game of the Year" by 
Computer Game Review and "Best Sim" by 
Compute, front Page Sports: lootball was 
named "Best Sports Game of the Year" by 
l'< I ntcrtainment magazine. 

Space Quest Designer Creates New Flight 
Control System 

Mark Crowe, most 
famous for his current 
Sierra smash Space 
Quest V, has also 
been tinkering with a 
device to improve the 
play on flight sims like 
Aces of the Pacific or Red Baron. He calls it 
the Home Bate Pilot Control Stand. 

The device clamps firmly to your desk 
while its pivoting tray holds your joystick out 
in front of your desk allowing you to posi- 
tion it in a more comfortable and realistic 
cockpit-like configuration. Another neat fea- 
ture is the keyboard support which places it 
in an upright angle resembling a cockpit con- 
trol panel. The burtons are up in front of you 
so you can see them without having to take 
your eyes off the action. 

The Home Base Pilot Control Stand sup- 
ports most flight control-type joysticks. 

The device lists for $29.95* (Mention 
Ink-rAction and pay only $24.95 (plus ship- 
ping). Ask your dealer or order from Home 
Bate direct. Send check or money order to: 
Home Base Products, 

3025 Timbcrlinc Dr., Eugene, OR 97405 
* Include $4.00 for shipping and handling 

Five More Win Over $2000 Worth of Games 

The new winners in Sierra's quarterly 
warranty card contest have been selected, 
and each will receive every single Sierra, 
Dynamix, and Bright Star game currently 
available for his or her computer. They are: 

Phyllis Cobb. Sugar Land, TX 

Joy Cndcenberger, Annandale, VA 

RichHalko.Wanaque.NJ 

Craig McMahon, Hopewell Junction, NY 

Jason files. Twin Falls, ID 

To get in on the contest, l<x>k for specially 
marked warranty cards in new Sierra/ 
Dynamix/Bright Star games for MS-DOS, 
Windows'", Color Macs, or MPC. Fill out 
and return the card. Everyone who returns 
these warranty cards also receives a one-year 
subscription to InterAction magazine (while 
supplies last). 




Add fun to your day 
& protect your 

computer with new- 
Screen Antics! 

Johnny Castaway 
Screen-Saver 

Screen Antics! 
Johnny Castaway 
is the first screen- 
mvci fu Windvwi 
users to tell a story 
while it protects 
your computer 

screen. Wncm-vcr 

you leave your 
monitor idle. 
Screen Antics', displays the hilarious mis- 
adventures of Johnny Castaway, inhibit- 
ing ( RT burn-in and lengthening the life 
of your screen. 

You'll laugh out loud at the hundreds of 
animated, comic vignettes of Johnny's hap- 
less struggle to escape a desert island. He 
battles a shark, falls for ■ mermaid, hides 
from invading Lilliputians, sends notes in a 
bottle to his love across the sea — there are 
even special sequences for holidays like 
Halloween and St. Patrick's Day. 

I.ate in the day, you'll see entirely dif- 
ferent scenes when your computer's inter- 
nal clock triggers Johnny's whimsical 
night-time antics. You may even want to 
join him under the moonlight as he 
dances around the campfire. (CJo ahead. 
There's no one else in the office.) 

Screen Antics', is the ultimate screen 
saver utility for Windows users. It fea- 
tures high-res, 16-color VGA graphics, a 
randomized story line that takes weeks to 
complete, and as much animation as the 
average adventure game. Packed with 
visual gags. Screen Antics', is the most tun 
you can have with your computer with- 
out using it. 




* Windows 3.1 

recommended. Windows 3.0 required. 
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Coming up from Sierra 
Dynamix & Bright Star 

Here's a quick update on some of the 
projects being worked on at Sierra On- 
line, Dynamix, and Bright Star. Please 
note these are works-in-pr ogress and 
won't he available for sale until their 
actual release. 



Aces Over Europe 

Air warfare buffs will be able to recreate 
even more history and more realism with 
this simulation of WWII tactical air 
combat in the European Theater of 
Operations. Significant technical achieve- 
ments portray new missions like train- 
busting, tank-busting, and evenly-matched 
dogfights like never before. It should be 
ready to take off in the spring of 1993. 

Freddy Pharkas, Frontier Pharmacist 

Another aire fire hit /nun ,\l I owe 

The design team is coming down to the wire 
in this side-splitting Western farce featuring 



a riverboat gambler with three hands, 
laughing gas, and a gunslinger who doesn't 
have to gunsling to win the game. There's 
fun for the whole family with Blazing 
Saddles-like humor. Due out late winter/ 
early spring. (HINT: The source of evil in 
town is the person you'll least suspect!) 




Krcddy I1i.irk.i-. is a Western comedy quick on the 
draw with helly laughs. 

Front Page Sports: Baseball 
If you liked front Page Sports: Football, 
you're going to love Front Page Sports: 
Baseball. Customized play, incredible 
depth of detail, multiple levels of play, 
and fantastic high-res graphics will make 



this the most comprehensive baseball 
simulation you can play on your PC. To 
be released in the spring of '94. 

Gobliins 2 

Accurate timing is essential to solving this 
maddening adventure starring Fingus the 
diplomat and Winkle the practical joker. 
You've got to put both members of this 
demented duo in action at the same time 
to solve this game's killer puzzles. 

Hoyle Classic Card Games 

All but finished as this is written. Sierra's 
VGA collection of eight classic card games 
(including bridge and euchre) should be 
available about the same time this itrae 
appears. You'll love this: your opponents 
kibitz and bid with digitized speech. 

Inca 

This European design combines a unique 
blend of enigmatic puzzles with fast-action 
duels. Nominated for Best Animation and 
Best Music and winner of the 7992 Tilt 
d'Or for Best Graphics at the Supcrgames 
Show in Paris. Arc you ready for Spanish 
galleons in space? 



Slater and Charlie Go Camping 



Filled with sight gags and surprises, rhis program reads the story aloud, highlighting each word of screen text as it is 
read. Kids can also explore and interact with the story, making new, audible sentences. Due out late spring or early 
summer of next year . 




Slater \ (h.irlic (m < diiipinn is an ingenious, 
interactive children's hook. 



•J The first thing to 6* 
pack for the trip. 





Kids can trigger all kinds of hidden animation as 
they explore the screen. 



11ns comic misadventure of two cartoon dinosaurs 
features colorful art and genial good humor. 
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Mojo's Math Monsters 
Friendly monsters teach kids three- to 
seven-years-old hasic math skills in this 
program that makes learning math fun. 
Features ten skill levels, progress check for 
parents/teachers, and encouraging, an- 
imated monster tutors. Help your kids 
learn to love math while having fun. This 
educational game is due for release in 
spring of '93. 

Word Blocks 

A sequel to the original Alphabet Blocks 
is m the works. This time Bananas the 
chimp and Jack the jack-in-the-box, the 
same animated, on-screen tutors as in 
the original, help kids 3-years-old and 
up with even more reading and pronun- 
ciation skills. This educational game is 
due for release in spring of '93. 




Bananas ami Jack offer more help to early learners - 
"Touch my nose!" 

Police Quest IV 

Under the working title of flicker in the 
Dark, the bodies pile up as the plot thickens 



in this next installment of the popular 
Police Quest scries. Mystery and danger 
lurk in the shadows as you use real-life 
police procedures to track the killer who 
killed your partner. Former I.APD Chief, 
Daryl F. Gates, is working on the design to 
make sure the game authentically portrays 
police investigative procedures. 

Spelling Demons 

Here's a new program that turns learning- 
to-spell into an adventure. As kids make 
their way through a jungle maze, Spelling 
Demons helps them remember how to 
spell the most commonly misspelled words 
in the English language. Due out in spring. 

Stellar 7 Sega CD 

You'll feel like you're flying a roller 
coaster through space with this 
supercharged game's thirty-frames-per- 
second graphics and stereo soundtack. An 
expanded story from the original PC 
version and talking characters add to the 
fun as you single-handedly try to blast 
through a seven-planet battle to defeat 
intergalactic villain Gir Draxon. A version 
for 3DO game machines should also be 
out by fall. 

Take-A-Break! Pinball 
When a working copy of this pinball game 
for Windows"* was shown at the 
Consumer Electronics Show in I. as Vegas, 
it got a terrific response. PftTWTt include 
animated playing surfaces, digitized 
speech, flashing lights, bumpers, and 
sound effects. Take-A-Break! Pinball is 
scheduled to be released this spring. 



VIS & CD Releases 

CD versions of EcoQuest I: The Search for 
Cetus, iMura Bow in The Dagger of Anton 
Ra, and King's Quest VI: Heir Today, 
Gone Tomorrow should be out the door 
as the magazine hits the stands. VIS 
version of King's Quest V: Absence Makes 
the Heart Co Yonder should be available 
about then, too. 

The Prophecy 

As an apprentice magician, you must fulfill 
the prophecy made during a storm-tossed 
eclipse in this dark, fantasy adventure 
designed in Europe. The Kingdom of the 
blue Rocks depends on your power of 
observation, your ability to leap beyond 
logic, and your determination to beat an 
impossible deadline. A challenging puzzle 
in the European style to lest your abilities. 

Willy Beamish Sega CD 

Over forty characters talk to you on the 
first Sega CD title from Dynamix. The 
game should be available about the time 
you read this. 




Save $200 on the Limited-Edition Collector's 
Qtg&fih@/tfftVI Print with Archival Frame! 

The San Francisco Art Exchange is proud to offer this exclusive 
lithograph at a very special price to Inter Action readers. The Lord of the 
Dead, from King's Quest VI, has been specially recreated in this 
collector's edition, limited in run to a total of 450 prints. Each 19" x 
26" lithograph is numbered and signed by King's Quest designer 
Roberta Williams and artist John Shroades. 

Receive a $500 value for only $300! 



OWN A PIECE 
OF GAME 
HISTORY! 

♦ ♦ ♦ ♦ ♦ 



Order by June 30, 1993, and for only S300 you will re 
ceive the framed limited edition signed by Roberta 
Williams and artist John Shroades. The print is 
normally $300 and the archival frame is $200. 
Total value.. .$500. 




Roberta Williams and I heron Kabrich with the "Lord 
of the Dead" print. 



CALL 800-344-9633 



Original Paintings, Drawings and Prints now at: 
SAN FRANCISCO ART EXCHANGE, 458 Geary Street, San Francisco, CA 94102 415-441-8840 
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Crazy Nick's™ Spring Fever Pic-a-Vick Basket Sale 

Hey Nick! WAKE UP! We've got a business to 
run. Crazy Nick has a bad case of Spring fever. 
So while he decides to take it easy on a major 
snooze cruise, our top-notch, best selling 
games are flying out of the warehouse like 
they have wings in a spring breeze. We're not 
sure if the fever hasn't affected Nick's brain 
because the low, low prices on these Pic-A- 
Nick Basket game values are truly crazy! 

Imagine top-of-the-line VGA and MAC games 
like King's Quest V, Space Quest IV and 
Leisure Suit Larry 5 for just $34.95 each. 
That's less than half price! It's a joke, 
right? WAKE UP, Nick! 

Crazy Nick must be dreaming. He's offering 

the pick of our VGA stock like A- 10 Tank 

Killer, Castle of Dr. Brain, Conquests of the Longbow and plenty of other big name games for just 

$24.95! You'll save an outrageous amount of money with this deal. WAKE UP, Nick! 

And look at this: classic Sierra games like Quest for Glory I, Leisure Suit Larry 1, Space Quest I all remade 
in VGA for the 'walkin' out the door' price of just $19.95. Nick, WAKE UP! 

Spring is in the air and these are truly refreshing prices for Sierra's best games. So take it from Nick, enjoy 
the season and have a great time playing the world's best games for the best prices. 

Inside tip for InterAction readers: Sooner or later Nick's going to wake up, and when he does, we're 
sure he's got a lot more Crazy Nick deals coming up. When you purchase anything from this Pic-A-Nick 
Basket offer, you'll join Nick's special mailing list. You'll get all of Crazy Nick's inside deals and discount 
prices for Sierra software and hardware. 








Buy any product from this offer and you will receive Crazy Nick's 
Summer Sale special offers. Roller Coaster and future deals. 



MS DOS: VGA graphics only 256 color, 640K, requires hard drive, 286 or better, mouse or joystick recommended Specify high or low 

density disks, and either 3.5 or 5.25. 

MAC: 256 color, 3.5HD disks, 8 bit video, requires 4 meg. for system 7, SuperOrive, hard drive. 



1 . This offer cannot be used in conjunction with any other Sierra/Dynamix offer, discounts, or coupons. 

2. All products will be shipped on a first come, first serve basis. No back orders will be issued 

3. In keeping with Sierra's No. 1 Rule, satisfaction is guaranteed on all games, and our Customer Service is always ready to help you. 

4. Offer good only on direct purchases from Sierra On-Line. Inc. Offer good in U.S.A. and Canada only. 



wikki... 
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I ONLY THE VERSIONS OF EACH GAME 
LISTED BELOW ARE AVAILABLE. 

(If ordering by mail, please note 3.5" or 5.25" when ordering MS-DOS) 



PICA-NICK BASKET 1 - ANY GAME JUST $9.95 



HoyleVol. 1* 
Black Cauldron 



EGA 
EGA 



3.5" LD 
3.5" LD 



5.25" LD 



PICA-NICK BASKET 5 - ANY GAME JUST $29.95 

Willy Beamish 
Red Baron* 




VGA MAC 3.5' HD 
VGA MAC 3.5' HD 



5.25- HD 
5.25' HD 



PIC-A-NICK BASKET 2 ■ ANY GAME JUST $14.95 



Stellar 7* 

Nova 9* 

Jones in the Fast Lane* 

Jones in the Fast Lane* 

Heart of China 

Rise of the Dragon 



VGA MAC 3.5" LD 



VGA - 

VGA - 

EGA - 

VGA - 



3.5- LD 
3.5* LD 
3.5- LD 
3.5- HD 



VGA MAC 3.5" HD 



5.25" LD 
5.25" HD 
5.25" HD 
525- LD 
5.25" HD 
5.25" HD 



PIC-A-NICK BASKET 6 - ANY GAME JUST $34.95 



King's Quest V 
Space Quest IV 
Leisure Suit Larry 5 



VGA 
VGA 
VGA 



MAC 
MAC 
MAC 



3.5' HD 5.25" HD 
3.5- HD 5.25- HD 
3.5" HD 5.25" HD 



PIC-A-NICK BASKET 7 - ANY GAME JUST $39.95 



Laffer Utilities (Windows* only)* EGA 



3.5" HD 525- HD 



PIC-A-NICK BASKET 3 - ANY GAME JUST $19.95 

Quest for Glory I VGA+ - 3.5" HD5.25" HD 

Leisure Suit Larry 1 VGA - 3.5' HD 5.25" HD 

Space Quest I VGA MAC 3.5" HD 5.25" HD 

Gobliiins VGA - 3.5" HD 5.25" HD 



Police Quest 3 
Laura Bow in the 
Dagger of Amon Ra 



VGA 



3.5- HD 5.25'HD 




VGA+ - 3.5- HD 5.25- 



* Hint Book not available for these games; + Supports EGA or Tandy VGA only 

All order) subject to valet tax and shipping and handling charge* at indicated 

SAL£S TAX : CA 7 75V TX 6 25%; MA-5% 

Si mtrn a * HANOUNG: 54 US or JS Canada for first game and U for each additional 

game Add SI SO for Mint Book (if ordered separately) (Canadian customers are responuble 

for GST tax and postal handling fee*. Do not include with your payment to Sierra.) 



PIC-A-NICK BASKET 4 - ANY GAME JUST S24.95 



A- 10 Tank Killer v 1.5* 

EcoQuest 1 

Hoyle Vol. 2* 

Hoyle Vol. 3* 

Castle of Dr. Brain 

Conquests of the Longbow 

Red Baron Mission Builder* 

(Requires Red Baron) 

Police Quest 1 

Mixed-Up Mother Goose (SCI)* 

Mixed-Up Fairy Tales* 



VGA - 
VGA* - 

EGA - 

VGA - 
VGA MAC 

VGA - 

VGA - 



3.5" LD 
3.5- HD 
3.5- LD 
3.5" HD 
3.5" HD 
3.5- HD 
3.5" HD 



5.25- HD 
5.25" HD 



Offer expires 4 15 93 



Offer No. 01381 




Reg Price 
$9.95 ea 



5.25- 
5.25- 
5.25" 
525" 



HD 
HD 
HD 
HD 



Reg. Prke 
$9.95 ea. 



VGA+ - 3.5- HD 5.25- HD 
VGA+ - 3.5- HD 5.25- HD 
VGA - 3.5" HD 5.25" HD 



Game hint books are available for HALF-PRICE! 

Just S4.95! Regularly 59 95. Offer valid for 1 hint book 

at half-price for each game purchased in this offer. 



NICK'S PICKS SPECIAL! 

or all 5 Wick's Pkfc* for $29,951 

Choose from Roqti kVi/co's Spictd Out Game Pack 
PirkH Gtmn mth (.aura Sow. Robin Hood's Games of 
S*i« » Chance. King Graham s Bond Game CMItnqe or 
leisure Suit Urry's Casrno 



^ 



Reg Price 
$9.95 ea 



VGA 35" LD disks Will also support 
EGA or Tandy VGA 

StH 2forUSrorS4 




Reg. Price 
$9.95 ea. 




•j.yijcj. 



'j-^j'jj-j 




7am-7pm PT M-F in the U.S., 
Outside the U.S. • 209-683-4468 8am-5pm M-F 
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PattUuf ike. Polic^ut 



by Richard DeBaun 



In the fourth game in the popular Police Quest series, you 
play a Los Angeles Police Department detective who must 
investigate a series of murders. To make sure the game accu- 
rately portrays the procedures, events, and emotions of such 
an investigation, Sierra On-Line has called upon a man who 
has worked on some of the most notorious serial murder 
cases of our time: former LAPD Chief, Daryl F. Gates. Gates's 
career spans forty-three years in law enforcement, from rook- 
ie to head of the most effective police department in the coun- 
try. He is arguably the most knowledgeable authority on law 
enforcement alive. In a recent interview for InterAction, he 
also proved to be thoughtful, candid, and gracious. 



an Interview with 

Daryl F. Gates 




5* 



Chief Gates, how and why did 

you become involved with Police Quest} 

Gates: I was asked by Sierra On-line to con- 
sider working on it. After meeting the Sierra 
staff and talking with them about Police 
Quest, I was intrigued. It sounded like some- 
thing that would be a lot of fun, something 
brand new for me, and an opportunity to 
maybe say something important about law 
enforcement. 

I g teT A ctlOB: You've written the public has 
to adopt a more realistic view of the police. 
What are some of the misunderstandings peo- 
ple have you'd like to touch on in the game? 

Gates: Three come to mind. First, there's a 
feeling the police arc in some sense foreign to 
our way of life. A point I think we need to 
make is that the police are a part of the peo- 
ple. Our police aren't military occupation 

INTERACTION Magazine 



tnx>ps. They aren't some national force as in 
other countries. They're community-based 
organization* guided by the community, 
responsive to the community, existing for 
the specific purpose of protecting the com- 
munity. However, since the police have the 
power to restrict or take away an individu- 
al's freedom to enforce the laws adopted by 
the community, people are understandably 
wary. It's a paradox people have to get 
beyond. Second, we can try to correct some 
of the false impressions created by movies 
and TV shows, to give a more accurate pic- 
ture of what the police really can and cannot 
do. And third, we can try to give people a 
better appreciation for what officers face on 
the job and encourage a willingness to sup- 
port them. 

InterAction: What exactly is it about the 
job you'd like to convey? 

Gates: It's a job that's really fun, it really is. 
It's a rewarding job. It's exciting. It has all 
the ingredients that make you want to go to 
work every day — but it has its downside, 
too. Stress is one of the downsides. There's 
hardly a day that doesn't go by without your 
gut tightening up and the adrenaline flowing 
because of the unknown. You have to make 
split-second, life-and death decisions on your 
own and be responsible for them. It's a 
tremendous burden. Some officers can't han- 
dle it. They become ill. Sometimes they have 
to retire. It's a very, very difficult thing. Very 
difficult. Along with that is the difficult job 
of assessing the Tightness and wrongness of 
the use of force. It's hard for people review- 
ing an officer's use of force to put themselves 
in his position at the time. Most of us have 
not seen much real violence, and people are 
really repulsed by it. In the Rodney King sit- 
uation, for example, we've said officially 
that the officers had other alternatives. The 
sergeant should have used the swarm tech- 
nique to take King into custody . I feel that 
my partner and I would'vc taken King on 
and probably never used a club. We 
would've wrestled him around and put the 
cuffs on him and that would'vc been all 
there was to it. But that kind of assessment, 
that Monday morning quartcrbacking is dif- 
ficult to do, even for professionals. For the 
public to do it, it's really difficult. 

InterAction: I he protagonist in Police 
Quest 4 will be a detective rather than a 
patrolman. What are the most important 
qualities in a police detective? 

Gates: The really skilled detective is some- 
one who can use a "systems" approach to 
solve a crime. You have to l<x>k systemati- 
cally at all the information you have before 
forming conclusions. And when one bit of 
information raises a question that calls for 
additional information, you have to seek out 
that additional information before you make 
any judgments. Once you've got all your 
ducks in a row, you ask yourself, "Now, 
what does that tell me about this murder, 



the perpetrators, the suspects?" You have to 
put yourself into the head of the criminal. 
It's a very difficult thing, but most detectives 
can do it. Sometimes, though, detectives get 
sidetracked and go off on a tangent. They 
get an idea or an intuitive thing. They think 
they're right and go off on a wild goose 
chase. 

IntW A rttioti: They try to prove their guess 
about what happened rather than trying to 
figure out what really happened? 

Gates: That's right. They go forward with- 
out really coming back and looking at all the 
information. I was a stickler for laying the 
evidence out in I comprehensive way so you 
could l(K>k at it. You have to look for pat- 
terns that develop. In cases like the Hillside 
Strangler, where you don't have a suspect, 
it's the only way to go. You can do it very 
easily on a computer. I think it's part of the 
realism we can put into the game. 

InterAction: What impact have computers 
had on police work? 

Gates: Almost all information is computer- 
ized now and immediately available. Years 
ago crime report information was coded 
onto punch cards. When they looked for 
suspects, they'd run the cards through IBM 
sorters looking for a match to the modus 
operandi and other "trademark" informa- 
tion from the crime. You'd put in a request 
for an m.o. run and it would come back in a 
week. The advent of computers has made it 
much easier. You can expand the informa- 
tion, manipulate it to a much greater degree- 
without the laborious process with the 
punch cards. C Computers have also revolu- 
tionized the use of fingerprints. They've 
allowed us to take one, single fingerprint 
and run it through literally thousands and 
thousands and thousands of files and possi- 
bly locate a suspect. It was impossible to do 
that kind of search before we had comput- 
ers. You wouldn't believe the number of 
crimes it's allowed us to clear. We've gone 
back and picked up fingerprints on murders 
we've had on file for years. That's how the 
Nightstalker was identified, on fingerprints 
run through a computerized fingerprint sys- 
tem. 

InterAction: We've had police forces 
around the country tell us they use the Police 
Quest games as training tools. Has the 
I. API) used computerized training or experi- 
mented with computers in other ways? 

Gates: I started a pilot program in 
Hollywood Division in which patrol officers 
were given laptop computers. The idea was 
to reduce the amount of paperwork they'd 
have to handle. Instead of handwriting and 
filling out a report, they simply put all their 
information into their laptops and sent it in 
electronically. They didn't have to go into 
the station to do a report. The officers loved 
it. The problem was the rest of our system 
wasn't sophisticated enough to accept it. 



That's what they're working on now. 
Ultimately, we'll have a paperless system. 
Being a police officer in the future will clear- 
ly include all kinds of similar things. There'll 
be a time when you have a suspect in the 
field, put his finger on an electronic pad, and 
a computer will tell you if the guy is who he 
says he is, whether or not he has a record, 
whether there are any wants for him. Today, 
every police officer has to have a basic 
understanding of how computers work. 

InterAction: Do you use a personal com- 
puter? 

Gates: I don't and I'm embarrassed by it. 
I've always dealt with lug mainframes for 
communications systems. I'm not familiar 
with the small computers at all — although 
recently I went out and bought a personal 

computer for I couple of neighbor kids. I've 

known them since they were born, and 
they've been almost like my own kids in 
many respects. They're really smart and 
have reached the age where they need a 
computer. So, I went out and bought them 
one for Christmas. I told them, "I.ook, the 
condition here is that you teach this old guy 
how to use this computer." They've shown 
me a little bit, but I have an awful lot more 
to learn. 

InterAction: Maybe you can show them 
how to win at Police Quest? 

Gates: Well, I'm hopeful they'll come away 
with the sense that you have to keep going 
back over all the information you have 
about the case, just as a detective docs, using 
a very systematic approach. You need to 
continually go through the information 
you've collected and make sure your 
assumptions about the case are backed up 
by facts. That's a hard thing for detectives to 
do, and I think it's one of the things I'd like 
game players to understand better — that it's 
tough for the detectives and it'll be tough for 
them, too. J^ 



Next Issue: 

More from 
Daryl F. Gates and a 

first look at the 
amazing new tech- 
nology that's helping 
make Police Quest 4 
the grittiest, most 

realistic police 
adventure to date. 
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He's a legend that's 
sweeping the galaxy... 

Roger Wiko, the universe's favorite janitor, has taken the helm of his own 
starship. And that's the good news! Join Roger and an intergalactic 
gaggle of misfit shipmates in the most hilarious adventure on this 
(or any other) planet. Find out why Game Players magazine calls the 
Space Quest series "a prime example of why Sierra is at the top of 
the computer gaming world." 

Pick it up at your local software dealer, or call: 



1 (800) 326-6654 



Sierra and Dynamix 

Unite To Create A 

Side-Splitting Sensation 



By Kurt Busch 



Finally, a game has the guts to go 
boldly where no game has gone before; 
to search the universe for the answers to 
the truly big questions. Questions like: 

• How did Roger Wilco, one-time 
cosmic custodian, rise to the rank of 
Starship Commander? 

• What happens when a Sierra game 
designer wraps an outrageous story 
around the breath-taking, cutting-edge 
graphics techniques used in award- 
winning Dynamix titles? 

• Who's the well-oiled androidess 
pictured on the cover of this issue, and 
why is she out to splatter a genetically 
jumbled Roger? 

• Why is the celebrated Space Quest 
series, designed by the legendary Two 
Guys from Andromeda, now designed by 
newly-single guy Mark Crowe? 

For the answers to these burning 
questions and others, check into the 
latest, looniest chapter in the life of Roger 
Wilco, Space Quest V: The Next Mutation. 
The accidental hero who started his 
adventures years ago in the broom closet 
of a starship has returned, cleaning up the 
cosmos in the latest chapter of the series 
Video Games & Computer Entertainment 
called "the most popular original science 
fiction series ever." 

The Best-Looking Laughs in 
the Galaxy 

Roger's latest adventure was designed 
by Space Quest co-creator Mark Crowe 
and produced at Dynamix' studios in 
Eugene, Oregon. The colorful, quirky 
collaboration resulted in a hilarious space- 
opera that combines the best of Sierra's 
design and storytelling elements with 
Dynamix' fast-paced, "graphic novel" 
approach to art. The game, in fact, is a 
high-octane, dayglo dazzler that uses 
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SPACE QUEST V: THE NEXT MUTATION 



Bumbles Through the 
Best of Both Worlds 



many of the visual techniques found in 
Rise of the Dragon (which won Computer 
Gaming World's award for Artistic 
Achievement). 

The story unfolds like a high-tech 
comic book, blazing across the screen in 
vibrant primary colors and featuring 
dialogue in cartoon-like word balloons. 
Behind this cinematic wizardry, however, 
is the interface and interaction that 
game players have thrilled over in other 
Sierra titles. 

While it's easy to get caught up in the 
spectacular opening sequences, you'll 
have to snap out of it quickly. From the 
moment the intro ends, you'll need every 
ounce of innovation to overcome the 
space-age stumpers that stand between 
Roger and his destiny. 

The Test Begins... 

Our story opens with Roger trying 
desperately to pass the StarCon Space 
Academy's Aptitude test, in hopes of 
becoming a starship captain. 

Unfortunately, Roger hasn't studied for 
the test. Come to think of it, Roger didn't 
even know the test was taking place. The 
first thing you have to do is get Roger out 
of another mess he's bumbled into. 

Get used to it. It becomes a way of life. 

If you (and a small mishap concerning a 
hungry space rodent) can get Roger 
through this first ordeal, Roger can realize 
his lifelong dream: His own starship. 

A Crew to Make You Spew 

Well, okay, it's not the most glamorous 
starship in the universe. And it's not the 
most prestigious. And, well, it doesn't 
really smell that great either. 

Actually, it's an interstellar garbage 
scow, but it's all his. And, as he sets out to 
clean up the universe, Roger uncovers the 
most dangerous, most deadly, most 
hilarious mysteries he's ever faced. 

As he makes his way across space, Roger 
meets a colorful cast of outrageous space 
jockeys and jockettes. Some of them are: 

Droole - A trigger-happy weapons 
officer who also handles the navigation 
chores on Roger's new ship; 

Flo - The communications officer who 
scours beauty and glamour magazines the 
way Roger used to scour latrines in his 
less-illustrious days; 



Cliffy - A bumbling chief engineer who 
has a nasty habit of tinkering with 
equipment that isn't broken (yet); 

W-D40 - A ruthless androidess whose 

prime directive is to create a Roger Wilco- 
free universe; 

Captain Raems Quirk - The golden boy 
of StarCon and Roger's rival for a truly 
bodacious babe-in-space. 

Add to this an acid-piddling creature 
named Spike, a handful of Space 
Monkeys, some genetic jerry-riggers gone 
wild, and some gratuitously grotesque 
primal ooze, and you have the makings 
for the weirdest, most warped adventure 
in Roger's already odd career. 

Roger's Rumor Rag 

Space Quest V comes packed with a 
totally tasteless and truly deranged 
publication called "Galactic Inquirer". 
Besides providing the copy protection and 
some much-needed hints for the game, 
this space-age supermarket tabloid tells 
all on many fascinating subjects. 

• How one of the Two Guys from 
Andromeda was unmasked as mere 
mortal Mark Crowe; 

• A recap of Roger's distinguished career 
in "What Ever Happened to Roger Wilco?" 

• A behind-the-scenes look at the 
creation of Space Quest V, featuring real- 
life, real-weird photos of the whole 
twisted team. 

• Plus bushels of sick space puns, warped 
ads, shocking features, an update on Elvis, 
and even horoscope predictions from Nova 
9's toothsome terror, Gir Draxon. V 



Just how weird is 
Space Quest V? For a 

glimpse inside the 

mind of the universe's 

most amazing 

custodian, turn the 

page and take a peek 

inside Roger Wilco's 

Scrapbook. 

► ►►►►►► 
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PLAYBYTE INTERVIEWS 




SLEET KENNEDY FOR 
PLAYBYTE: Well, Roger, this is 
truly an honor. Vou arc almost as 
elusive as Warrin Beady when it 
comes to interviews. Why is that? 
ROGER WILCO: Well actually I 
called Okra and Silly Jessy to let 
them know I was free and they 
said they were all hooked, so... 
SK: So tell us Roger, in all of your 
adventures, five to he exact, what 
was your most frightening 
moment ? 

RW: Well Sleet, l\l have to say... 
SK: Was it in Space Quest IT. 
Sludge Vohaul's Revenge, when 
you faced the ferocious I a hi on 
Terror Beast? 
RW: Well, no, not real... 
SK: Or was it in Space Quest III: 
The I'irates of i'estulon, when 
you foiled Awnoid the Annihilator 
hy sic'ing the Pizza Pod monsters 
on him? 

RW: Actually, Sleet, it... 
SK: Wait, wait, I know. Space 
Quest I: The Sartcn I mounter. 
There you were, trudging 
through the Keroman desert, 
trying to reach lllence flats when 
you encountered a fierce and 
deadly Orat. Not to he deterred, 
you valiantly killed and 
dismemhered it, forging on to 
face an even greater menace: the 
vicious spider droid. 



RW: Um...no...er, I mean... 
SK: Ok, Ok. I've got it. Space 
Quest IV: Roger Wilco and the 
Time Rippers: Last m Space 
Quest. There you are. In the 
future. Facing the complete 
devastation of your own heloved 
Xenon. That's gotta be it, right? 
RW: Well, urn, no, Sleet, but you 
are getting warm. My most 
terrifying moment was in Space 
Quest IV. It's a little embarrassing 
to admit hut I'd have to say the 
most frightened I've ever been was 
when I hought that cute little 
black number at the Galaxy 
Gallcria and that great Monde 
wig. There I was strutting my stuff 
when all of a sudden I was 
overwhelmed. 
SK: By the Sequel Police? 
RW: No, I was overwhelmed by 
the feeling that maybe I had 
tucked the hack of my skirt into 
my pantyhose and I was walking 
around like that in public and no 
one had the decency to tell me. 
Sleet, you're a woman. Don't you 
know that feeling? 
SK: Oh my, where does the time 
go? It looks like we'll have to call 
it an interview. Thank you, Roger 
Wilco, tor your time. And good 
luck with the latest sequel in your 
Space Quest Adventures: Space 
Quest V: The Next Mutation. 
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1 APTITUDE TEST RESULTS C 



On behalf of the administration I would i*e to 
cortor atuiate you on receiuin? a perfect score on 
your SAT. Not in th« entire history of StarCon 
academy has a cadet achieved such h.ah marks, you 
should be proud. 

On the recommendation of our test analysis computer 
system you »rt to be«in training for Captaincy 
aboard one of our fine star cruisers. Captain Quirk 
wm post your assignment. 

You've done the academy proud! 
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Visualizing the painful death of a foe 
Taction and may help it come to pass. 

Libra (September 23 - October 22): 

Consolidate recent gains and prepare for a counteroffensive. 
Roll with the punches, but be ready to take the initiative; an 
oversight by your foe could be his downfall. Poison gas may be 
the answer to a nagging problem. 

Scorpio (October 23 - November '. 
Now is the time for that houseclci 
Root out spies andtrjiUMis. Destrf 
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Sprint long-distance service just became more 
valuable - up to $ 159.95 more! Now, when you 
switch your home long-distance service to Sprint, 
you can select any Sierra game, free! And after 
enjoying six months of high-quality long-distance, 
you'll receive a second Sierra game or one month of 
free long-distance service.* 

Only Sprint can offer you a nationwide 100% 
digital, fiber optic network that provides the long- 
distance quality and reliability you need. Experience 
for yourself Sprint's "fiber optic" clarity that makes 
both your long-distance calls and PC data 
transmissions crystal clear and error free. 

But unsurpassed call and data clarity is just one 
of the many benefits you will enjoy as a Sprint 
customer... 



"The Most A Unique Calling Plan 

Sprint offers an unprecedented long-distance 
calling plan called "The Most " " available now for all 
customers. The Most will save Sprint customers 20 
percent on already low rates on their calls each 
month to whomever they talk to the most, including 
international calls-even if the called person is with a 
competitive long-distance carrier. 

The Most will also provide automatic 20 percent 
discounts on all calls to Sprint's millions of customers, 
anytime and anywhere. 

When the most frequently called number in a 
given month is a Sprint customer, Sprint will 
combine both discounts for an effective overall 
savings of 36 percent on calls to that number.** 
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SPACE QUEST V 




Choose any 1\ra Sierra Games 
when you switch to Sprint 



Save on Long Distance When You're away 
from home too! 

Sprint's FONCARD" travel card lets you continue to 
take advantage of clear calling and savings even when 
you're away from home. Plus the FONCARD is free, 
with cards available to every member of your family. 
The Service You Deserve 

At Sprint, we make no compromises when it 
comes to dependable, personal service - we do it all; 
operator services, directory assistance, customer 
service, even instant credit for wrong numbers. And 
we do it 24 hours a day! 

No Risk Guarantee 

Your satisfaction is guaranteed: we'll pick up the 
cost of switching your long distance to Sprint, and 



will even pay to switch you back if you are not 
completely satisfied. (Some restrictions apply.) 
So why not sign up for Sprint and receive the 
clarity, savings and service you want while getting 
two Sierra games you enjoy? 



Sprint 
I SIERRA 



' Offer valid only in the US and for new Sprint customer*. 

Not valid for FONCARD - only orders Certain restrictions apply 

Free month is up to $2S usage on 4th mot To qualify for a 

second game or free month of long distance the customer must bill $20 

per month in 3 of the first 6 months. 

** THE MOST discounts apply to intrastate calls only where authorized. 




or fact or 
what? 



By Josh Mandel 




So, you've played all of fll 
Lowe's fantastically funny 
Leisure Suit Larry games 
and can't wait for more... 
of that "unique" humor? 



And, you've played games 
in space, in medieval times, 
even underground.. .but, 
have you ever played the 
first game set in a hilarious 
western town? 

And, you think you can 
solve any puzzle... even if it 
involves a case of flatulent 
equines!! 

Well then, slap on your 
chaps, hitch up your spurs, 
and read on as good oV 
Uncle Al Lowe lets you in on 
his newest and funniest 
game yet!! 



Main Street is overrun with rowdy cow- 
hands, hired to shoot up the town and 
scare off the entire population of 
Coarsegold. There's dozens of them and 
only one of you: you'll never outgun 
them. With one fell swoop, you can elimi- 
nate them all.. .but how? 



Al Lowe's Dementia 
Strikes Again... 

Freddy Pharkas, Frontier Pharmacist is 
not actually a folk tale handed down 
from generation to generation (al- 
though give it time!!). Freddy comes 
from the fevered, slightly askew imagi- 
nation of Al Lowe, the man who invent- 
ed computerdom's most popular loser, 
"Leisure Suit" Larry Laffer (see page 34). 
In Freddy Pharkas, or FPFP as we call it in 
these parts, Al takes a traditional 
Western complete with cowboys, 
Indians, town drunks, gamblers, villain- 
ous gunslingers, and the beautiful 
young schoolmarm — and turns it com- 
pletely sideways, a la Blazing Saddles 
and other classics of the silver screen. 

Here's the plot, and if you try to tell us 
you haven't heard it before, you lie like a 
rug: picture Coarsegold, circa 1888. 
(Historians please take note: of course, 
we ripped off the name of Coarsegold 
for the setting of FPFP. After all, both the 
real town and the fictitious Coarsegold 
of the game are "boom towns, "estab- 
lished in the mid-1800's during the Gold 
Rush. However, the similarities end there. 
Trust me. Don't come poking around 
Coarsegold hoping to see a statue dedi- 
cated to Freddy Pharkas. As a matter of 
fact, I don't think the real Coarsegold has 
ever even had a pharmacy.) 

By 1888, the gold in our Coarsegold 
has just about run out, and the town has 
fallen into disrepair. Stores are closing, 
the train trestle has crumbled into 
Blackwater Creek, and the last train that 



stopped in town never left. Things are 
looking bad for the good citizens. 

Then things start really qoinq down- 
hill. The sheriff and the banker begin to 
shut down the few remaining stores on 
the flimsiest of pretexts. There are a 
series of near-calamities that almost 
destroy the town (but you, as Freddy, 
always manage to save the town in the 
nick of time). Mysterious strangers, hired 
by some unseen villain, start popping up 
and wreaking havoc. Clearly someone — 
or someTHING — is trying to bring a 
quick end to Coarsegold. 




At last, a game that shows you how the West was 
fun. Strap on your spurs and head back in time. 




ireddy is not only a pharmacist and gunslinger, 
he has a great prescription for love. 

Now Freddy Pharkas, the local drug- 
gist, is not your ordinary "frontier phar- 
macist." Y'see, he started off in life as a 
gunslinger on the side of law and order, 
a real crack shot. But one day, while at 
the top of his form and the height of his 
physical prowess, he met up with an out- 



" 



INTERACTION Magazine 




Pharmacist 




Challenging puzzles and outragious plot twists 
combine with every Western cliche in the hook. 

law named Kenny the Kid (where did Al 
come up with that name?). Kenny chal- 
lenges Freddy in the middle of Main 
Street (probably about High Noon) and 
beats him fair-'n-square, shooting off 
one of Freddy's ears in in the process! 
Freddy, shamed and defeated, decides to 
hang up his six-guns and instead pursue 
his hastily-concocted lifelong dream of 
going to college and living out his days 
as a pharmacist. That was many years 
ago, in a dusty street far, far away 

But now, with his beloved town 
threatened, and with a contract out on 
his life, Freddy must come to realize that 
it's time once again to don his spurs and 
holsters, dust off his ten-gallon hat, and 
resume his gunslinging ways in order to 
bring to a halt the reign of terror 
befalling Coarsegold. 

Naturally, no self-respecting Western- 
type hero is going to do this UNDIS- 
GUISED. So you'll have to take steps to 
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Al Lowe's bawdy, bizzare sense of humor finds a 
new home in the old West. 
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make sure that nobody connects the 
handsome renegade gunslinger to the 
meek, unassuming pharmacist that every- 
one knows and loves. With Freddy's dis- 
guise perfected, he goes in search of the 
mysterious villain, out-thinking and out- 
shooting everyone that stands in his 
way. ..until that monumental final show- 
down on the mean streets of Coarsegold, 
where Freddy learns the ugly truth about 
the whole disgusting sloppy mess. 

Well, there it is: the basic plot of this 
and every Western since Westerns began, 
more or less, except for a couple of the 
later John Wayne movies. Only this time, 
YOU will actually BE the mysterious 
masked hero, dodging whizzing bullets, 
stopping stampedes, rescuing screaming 
villagers, performing amazing trick shots, 
finding a faithful Indian sidekick, and 
saving everybody from a fate worse than 
Ishtar.. .all while making sure that the 
townspeople get their prescriptions cor- 
rectly filled. King Graham never had it 
this tough (and King Graham isn't even 
LICENSED to fill prescriptions!). 



Wheaton "Aces" Hall, a slick riverboat gam- 
bler, is on the verge of winning the deeds 
to all the property in Coarsegold. You can't 
beat him at his own game (he cheats too 
well, and the Sheriff is looking the other 
wayl). You can't shoot him in cold blood. 
How can you bring him to justice 



Oh, How We've Slaved 
For You! 

We've pulled out all the stops to make 
FPFP be the complete Western gaming 
experience. (So if you see any extra stops 
lying around, those are ours.) It was easy. 
Why? Because there's never BEEN an 
adventure like this before. So we didn't 
have to worry about being "convention- 
al;" we just did it. 

We added features never seen before 
in Sierra adventures. Things like sepia- 
tone paintings to recall those faded pho- 



No video-captured actors 
here! instead, you'll find... 




...a colorful cast of cartoon 
characters... 




...each with a truly warped 
and whacky way of life. 
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It takes an hombre with a quick gun hand. AND 
an in-depth knowledge of pharmacology to win. 



tographs of the 1800's. An incredible 
scrolling background eight screens long 
depicting Main Street. (This is a new 
Sierra record, requiring a single continu- 
ous painting six feet long and weighing 
over 30 tons. ..well, it feels like 30 tons 
when you have to drag it to the scan- 
ner!). For the first time in a Sierra adven- 
ture, we're using hand-painted animation 
eels instead of rotoscoped or computer- 
drawn characters. Thousands of eels, 
enough to fill all our filing cabinets and 
bookshelves, and right now they're 
spilling out all over the place, getting 
mixed up with those stops we pulled out, 
and we're not even finished yet. We've 
invented a nostalgic bouncing ball sing-a- 



long for the opening Ballad of Freddy 
Pharkas (not to be confused with the 
Ballad of the Demo of Freddy Pharkas, 
which is something else altogether). 
We've designed a pseudo- scientific Lab 
Screen, where Freddy concocts his various 
potions and compounds. And Al's created 
some of the toughest puzzles ever foisted 
upon the unwitting public, so don't 
expect to be breezing through this one. 



Somebody's poisoned the horses' feed! 
Now the whole town is in danger of 
being gassed into oblivion by the silent- 
but-deadly effluvium of the flatulent 
equines! Can you use your pharmacologi- 
cal skills in time to save Coarsegold from a 
fate worse than death? 



Research or Vacation? 
You decide! 

OK, so there's never been a Comedy 
Western computer game. Tarnation, 
there's hardly ever been a Western com- 
puter game at all. I went around trumpet- 
ing that for weeks before somebody 
pointed to an old poster of Gold Rush on 
the wall. "Well, yeah," I replied, "I guess 
that's kind of a Western, but...er, uh, it 
was really an educational game. No one 



would ever accuse Freddy Pharkas of 
being educational!" Same goes for 
Meco's The Oregon Trail, the other game 
that you could conceivably call a Western. 
But neither of those games are 
Hollywood Westerns with a hero, an 




Show up for a dhotV ^NM I he trrttllinfi ttrrrt% of 

Coarsegold are hoppin' in this game. 



Indian sidekick, a villain, lots of less 
threatening villainettes, and so on. 

But none of us were really up on the 
culture of the Old West. So what did we 
do? We stole ide...l mean, we did our 
homework. First of all, the Sierra office in 
Oakhurst is located mere miles from the 
real Coarsegold, and nearly as close to 
lots of other gold-mining towns: Volcano, 
Sutter Creek, Columbia, and more. 



1. Bowling ball falls 
down ramps. 




How to STOP playing The 



6. Dynamite explodes, 
pushing pail off ledge 



4. Light shines 
through the 
magnifying glass, 
lighting rocket. 

2. Bowling ball dps see-saw, 

pulling string. M \ £~> Mi 1 





j. Rocket lights fuse, 
exploding dynamite. 



O. Bullet bursts 
balloon. 
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J. String pulls switch, 
turning on light bulb. 



7. Pail pulls string, 

shooting gun. 9. Bucketfells 

'W\i on hamster 

cage, making 

ofe Nun*n 370. Expim i2/3i/93 hamster run. 




Then there's Bodie, California (subject 
of a recent Discovery Channel documen- 
tary), which is as close to Freddy 
Pharkas's Coarsegold as any town can be. 
Bodie was deserted in the early 1900's, 
once the gold and lumber ran out. I 
spent a day at Bodie taking pictures and 
videotape for Freddy. Did the rest of the 
team get to go along? NO! Did they 
attack me with a hot branding iron when 
I got back? YES! All of us filled our 
skulls with the dialogue, music, visuals 
and real atmosphere of Western movies. 
How we toiled and suffered! We 
watched everything from Rustler's 
Rhapsody to Cat Ballou to Unforgiven. 
We suffered through John Wayne and 
Roy Rogers. We did lunch after lunch 
watching important Western movies. We 
even watched a kinda Western Star Trek 
episode. We brought in authentic six 
guns, spurs, holsters, and even Baa-befte 
the Inflatable Sheep. We ate beans and 
franks with cactus salsa and drank old 
standing water from a hollow stump (it 
didn't taste good, but it sure cleared up 
our warts!). We decorated the office with 
old steer skulls and horns, leather whips, 
and ancient pharmacological textbooks 
(which Al studied exhaustively, not only 
as background for the game, but to see 
what he could do about that painful 
itch). 



You're a fine, upstanding one-eared 
Pharmacist. But there are people who're 
plotting to put you six feet under. You 
want to get out of town by sundown... 
but you also want to stay and save the 
day. Can you create an Authentic Western 
Hero disguise so nobody'll recognize you 
as the one eared Pharmacist? 



We only do it for you! 

In other words, this is the real stuff. No 
sacrifice was too great for you, our play- 
ing public. We've lived the Western life, 
just so you could have a little cheap 
entertainment pleasure. We did that 
DeNiro thing. Why? 'Cause it beats 
working? PARTLY! We mostly did it so 
you'll play this game, have an uproarious 
good time, and feel for the first time that 
you actually became a part of the Wild 
Wild West. So you'll feel what it's like to 
walk amongst the sagebrush, to have a 
real Indian sidekick, to pick real Western 
dirt out from under your fingernails, to 
smell a real Western outhouse, and 
above all, to experience those thrilling 
days of yesteryear, with little more to 
defend you than your wits (and possibly 
your pestle). 

Please tell us we've succeeded. 
Otherwise Ken's gonna make us start all 
over again, t 



ABOUT AL LOWE 

Al Lowe's resume is the envy of 
all who survey it... 'cause he keeps it 
to himself! He programmed — and 
contributed design elements when 
he wasn't caught — to many of 
Sierra games: Po//ce Quest I, King's 
Quest III, King's Quest IV, and, of 
course, the cult classic Bop -A-Bet. 
He created The Black Cauldron, 
Donald Duck's Playground and 
Winnie the Pooh in the Hundred 
Acre Woods for Sierra's Disney 
series of educational products. And 
then there's the series for which he 
became a household expression 
(often "dirty old man"). Leisure Suit 
Larry 1: In the Land of the Lounge 
Lizards (which some say has the 
dubious distinction of being the 
most pirated game in software his- 
tory). Leisure Suit Larry 2, Leisure 
Suit Larry 3, and Leisure Suit Larry 5. 
There's even a quasi-useful collec- 
tion of utilities based around his 
characters. The Laffer Utilities. 

All together, Al's sold more 
games than anyone in the business 
except Roberta Williams. 



Incredible Machine 



12. Balloon turns 
on motor 
switch. 





lj. Motor starts fan, pushing 
tennis ball off ledge. 



1 1 . Scissors cut I % 
, // balloon string. 



LI). Jack-in-the-box 
pops up, hittinp 



scissors. 




14. Tennis ball trips 
see-saw, sending 
bowling ball crashing 
om&your computer. 



Non-Stop Fun 

(because you just can't stop) 

(ietring people to play The Incredible Machine 

isn't hard. Getting them to stop is! Combine 

ingenuity and obsession in this incredible 

workshop for your computer. Try solving over 

8t puzzles by creating convoluted contraptions (like the one 

in this picture), using pulleys, bowling balls, hamsters, monkeys, candles, 

balloons, and a whole assortment of bizarre machine pans. The Incredible 

Machine features rimed play, and a free form mode that lets you stretch 

your inventive mind to the limit. Pick it up at a software dealer near you. 

For A Free Demo Call: 

1-800-326-6654 

While supplies last 
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The 
Bad. 

And 

The 



Butt-Ugly 



In the OkJ West, you couldn't tell the bad guys from the 
good guys by how ugly they were (you had to rely on the color 
of their hats). But in Freddy Pharkas, Frontier Pharmacist even a 
scrawny, sissified, one-eared Pharmacist can be a good guy. 

Al Lowe, creator of Leisure Suit Larry, spins a yam of school- 
marms and chorus girls with hearts o'gold, cowboys and Indians, 
and varmints and heroes. If s the brand-new, age-old tale of 
Freddy Pharkas, a gunslinger who gave it all up for his love of 
pharmacology. Together with his faithful Indian companion, 
Srini Bagdnish, Freddy sets out to save bucolic, boring 
Coarsegold from a fate worse than Hollywood adaptation. 






So don't just groan at all those old horse-opera dkhes. 
Be one. Strap on your spurs for a saga that skewers every 
Western under the sun. Mosey on down to your software store 
and ask for Freddy Pharkas, Frontier Pharmacist, 

And smile when you say that 



SIERRA 



See your local retailer <x call 1-800- 326-6654 
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A Midkemian 
Travelogue 



by I. FIR KRAUDEl.LEN 



MCVIi Staff Cartographer 

Hello, fellow travelers, and wel- 
come to the mystical land of 
Midkemia. Many visitors to our 
lovely country are in such a hurry 
to get on with their various quests 
that they do not take the time to 
fully explore their beautiful sur- 
roundings and miss out on some 
of the more intriguing attractions 
lurking in the byways of our beau- 
tiful kingdom. Because of this, we, 
the Midkemian Convention and 
Visitor's Bureau have prepared this 
little travelogue as a guide to the 
lesser-known sights and sites in 
our lovely country. 
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"Experience t he fantasy universe of 
Raymond £. ^eist 

through 'Dynamic revolutionary nezv computer fantasy 

rote playing game, 'Betrayal at Xrondor. 

'With the Midkemenian Convention and Visitor's 'Bureau 

(9rfCl*B) as your guide, you can see a side of(Mid£emia 

that visitors rarely experience. 

2. 

Maiden s Leap 

(Waterfall) 

in the fai NonfawcMcm 

corner of the Dimwood 

lies the magnificent 
Maiden's I. cap Waterfall. 
There is a lGc.il legend 
that a distraught young 
maiden, heartbroken 
o\cr the murder of her 
lover, flung herself into 
the pool beneath this 
w awtall. and that her 
restless spirit still inhabits 
the waters, searching 
eternally for the villain J 
who slew hcXparamrylr. 



l. 

"Mac 'M.ordain 
Cadall 

Just south of the town 
of I a Mut. lies the deep 
and mysterious Mac 
Mordain Cadall, the 
famed dwarven mine 
owned by the family of 
Dolgan, King of the 
Grey Towers. In anoint 
times it bustled with yv^ 
activity and was th^ 
source for a hoajB of 
dwarven wealth. Todav 
it is abandoned, for the 
most part, though the 
dwarves will allow trav- 
elers to use it (Kcaafln- ,-* 
ally to circumnavigate V V w 
the Grey lower moun- 
tains that block passage .-^ 
to Elvandar. 
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Hhe kingdom of the Isles 



The immense Kingdom of the Isles 
is bordered on the north by a breath- 
taking mountain range — the Teeth of 
the World. Beware when traveling in 
this area, however, as beyond these 
mountains are the Nations of the 
Northlands, populated by chaotic- 
bands of Moredhel and Dark Brothers. 
Few nine years, the Moredhel throne 
has remained vacant as tribal warlords 



have vied for the title of High Warlord 
of the Northlands. 

The Kingdom of the Isles has a rich 
and fascinating political history. The 
conDoin family have been rulers since 
Dannis first took the throne of 
Rillanon more than seven hundred 
years ago. Two hundred years later, 
Delong the Great founded the Eastern 
Realm when he initiated the conquest 
of Bas-Tyra and secured holdings on 
the mainland as far north as the city of 



Ran. The Western Realm, previously 
part of the Great Keshian Bosania, fell 
to conDoin conquerers when the 
Keshians were forced to withdraw 
their troops to subdue an internal 
Keshian civil war. King Lyam I is the 
current ruler of the Kingdom and the 
Kastern Realm, but leaves administra- 
tion of the western holdings to his 
brother Arutha, Prince of Krondor and 
heir apparent. 
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temple of 
Lims-'Kragma 

Northeast of the town 
of Malac's (toss is 
Temple of I ims 
Kragma, dedica 
the Goddess of Death. 
The eerie and torch' ul 
in^ temple is rarely vis 
ited by worshippers 
Only those who 

desperately 

rkuj|»'s dooi 

re to seek ad\i< 

ic l>ark I adv's 
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4. 

'Temple ofT-ortis 

Near die town of Silden 
lies me Icgendai) Temple 

of hortis. I oMed on 
V\is Mc, rt can only he 
reachj^Tyy boat. At this 
time. Hit Night ( rawler, 
a launch that sails out of 
Silden, is the only ship we 
would recommend to the 
casual traveler. When you 
arrive, you may meet the 
High Priestess of the 
I emple, Bcy^Shc is • 
renowned asYskillful 
healer with legendary 
powers. Although she has 
dedicated her life to the 
worship of the God of the 
Sea. her assistance is often 
sought by individuals 

ho are gravely injured 
and in serious need of her 
healing abilities. 
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Qood Lucf^and Qodspeed 

Remember, this is but a small glimpse of the 
wonders that await you in our magnificent 
kingdom. Our homeland covers literally hun- 
dreds of thousands of square miles, each new 
mile crowded with more magical and exotic 
attractions than the last. 

As you travel though our land, you will find 
many incredible sights, but do not let your sense 
of awe cloud your good judgment. Be aware 
that danger and menace abound in Midkemia. 
As with any quest, remain attentive to your sur- 
roundings at all times, travel well-armed and 
trust your instincts. Many a party of skeletal 
remains has been discovered in the wilds of our 
kingdom, a grisly testament to foolishness or 
inexperience. Be sure this does not become your 
fate! Welcome to our land, may your stay be 
serendipitous, prosperous and rewarding! h^ 
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The most playable 

computer role-playing 

game ever created... 

... is also the most 



replayable. 





Puzzles have multiple solutions dept 
your character type. 




Every derision miildt y/nir Htm and shapes 
his destiny. 



The Key to This World is Your Wits. 

If your character survives, he may discover an unspeakable evil that lives at 
the very heart of fear and violence. To succeed, he must cut to the core of the 
mystery with his mind, nor sort through a series of stats or slash through a 
thousand computer-generated monsters. 

I his is the newest chapter in the series Compute magazine called "a 
breakthrough in adventure game design." Play as different character 
types, approaching problems with different skills and solutions. Every 
decision you make builds your Hero... and shapes his destiny. 

Play as a Fighter, play as a Magic User, play as a Thief. Each calling 
will lead your Hero down new roads of wonder, danger and excitement. 



(Ivercome obttacles with might 
cunning. 



Excellence in 
Adventure Gaming. 



and 






9§f SIERRA 

To get your copy now, call: 

1 (800) 326-6654 




Lori and Corey Cole took Sierra On-Line 
down a different path when they 
designed Quest for Glory I: So You Want 
To Be A Hero? (known then as Hero's 
Quest I). Games in this series combine 
traditional Sierra graphic adventure 
techniques with Role Playing Game (RPG) 
elements such as abilities and skills that 
directly affect your character's perfor- 
mance. The Coles also went out on a limb 
and designed the series so that players 
could choose to use a Fighter, Magic User 
or Thief, and the story and puzzles would 
be sufficiently different for each to make 
the game worthy of replay. 

All these elements worked well 
together, and the Quest for Glory series 
took off. Quest for Glory III: Wages of War 
continues the story line from the previous 
games, taking you to a land called Tarna 
in East Fricana. Here you must keep the 
peace between three tribes and discover 
what lies at the heart of the conflicts. 
Glory III works nicely as a stand-alone 
game, but also sets things up quite well 
for the next game in the quintology. 

Exotic setting 

Tarna is a place unlike any other seen 
before in computer games. With Egyptian 
and African overtones, it is a land rich in 
jungle settings and temples. You soon 
learn of a power struggle in Tarna. Only 
you can prevent a war between the 
Simbani, Leopardman and Liontaur tribes. 




You can almost feel the dirt beneath your feet. 

Glory III makes better use of the 
differences between the character types, 
and I strongly recommend replaying it. If 
you saved your character on disk from 
either preceding game, you will be able to 
import the character into Glory III. This is 



the only way to play as a Paladin. 
Otherwise, you must choose at the start 
from Magic User, Fighter or Thief. (A 
character, however, may attain Paladin 
status in this game.) Playing as a Magic 
User and Thief, I was required to think 
more, while the Fighter game appealed to 
my combative instincts. All three options 
offer worthwhile stories and unique 
perspectives. 

Ye interface 

Sierra's standard icon interface was 
augmented with more options and 
features than other Sierra adventures. In 
particular, character abilities and skills are 
unique to the QFG series and directly 
affect your character's ability to perform 
certain tasks. This aspect requires you to 
also find and solve the puzzles that 




Eash character has his or her own distinct and 
interactive personality. 

increase the skills and abilities. Keep an 
eye on your health, stamina and magic 
points, for these totals are very important 
in battle. 

A Special Actions icon bar offers 
more interesting options to round out 
your character. This icon bar has icons for 
running, sneaking and sleeping, as well as 
others that reveal your character stats 
and the current time and day in your 
adventure. 

Glory III is heavy on conversations with 
other characters you meet, and uses an 
intelligent conversation branching system 
with over 6,000 lines of dialog. You don't 
feel trapped in the conversations. You can 
ask about and tell about many choices to 
characters, similar to the flexible system 
the The Dagger of Amort Ra. 

The conversation branching is not as 
static as you might expect, and serves the 
important purpose of providing clues and 



teaching you about the characters and 
places in the game. A Famous Explorers' 
Correspondence Course booklet details 
East Fricana and Tarna with history. 




The villians have an unnerving way of 
practically popping out of the screen at you. 

monsters, hints and character suggestions. 
Read this interesting guide before you 
play the game! 

Graphics are some of the most 
impressive I've seen in from Sierra. Each 
scene has a grand feel to it, and the 
details stand out. Choices of color and 
scale are dead on, and the overall effect is 
captivating. The land of East Fricana 
comes to life unlike many games I've seen. 
Also contributing to this effect are the 
African-like music and crisp sound effects. 
The composers and sound effects people 
create the mood for each scene and carry 
this duty through to the end, emphasizing 
the most dramatic scenes throughout. 

Conclusions: Quest for Glory III is far 
more interesting and playable than either 
of its predecessors, with the exception of 
the VGA remake of QFG I. The Coles have 
hit their mark perfectly this time. They are 
sure to receive many letters from fans 
who were blown away by the story and 
puzzles. They took disparate elements of 
cultures and places, made them their own 
and combined them to form a neat new 
land fraught with equal parts of danger 
and fantasy. I look forward to the next 
game in the series, which will emphasize 
horror and monsters as its main elements. 
The Coles have a unique approach and 
vision in game design that works best in 
Quest for Glory III. *► 



This game review is reprinted with permission 
Copyright 1993. To subscribe to Questbusters" 
Magazine, write to: PO Box 5845. Tucson, AZ 85703 
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Bui You Have Only 3 Days 



The Kingdom of the Blue Rocks is in peril. 
The Great Eclipse will come in 3 days and 
the evil wizard Kraal has plans to take over. 
Prophecy proclaims that Ween can save the 
Kingdom if he can find the missing pieces to 
put back in the Revuss of Time. 
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The Prophecy, by European game designers 
Coktel Vision, pulls you into a magical, 
sometimes surrealistic adventure where you'll 
encounter extremely challenging puzzles, fast- 
paced, timing oriented threats to your life, and 
a menagerie of bats, rats, gargoyles, humorous 
sidekicks, and wicked wizards. This is the 
perfect game to play with the lights out and a 
candelabra on your desk. 

All the scenes in The Prophecy were created 
with beautiful VGA colors with video-like 
character action. The no-typing interface is 
the only easy part of this game. It has a 
European style of romance, danger and old 
world language that is reminiscent of a Middle 
Ages setting where the culture was steeped in 
mythological folklore. 

Imagine that you live in an old world 
kingdom, in a small but cozy cabin. As the day 
fades into night, a storm rages outside and 



left: LOOK AT THESE EXCITING 
SCENES FROM 77// I'KOrill ( V 

n Volcano -You 'II need split second timing to 
keep your boat afltxit. Tins is a master-level 
game. 

Urm, the Vampire Bat-f rm is a vampire bat 
that loves to eat. His magic powers may be the 
only thing that saves you. 

The Revuss -You hatf only ! days before tlte 
( treat iAipse. If you can gatl>er the missing 
pieces and return tl>em, you will be a hero. 

The Kinmiom of the ISlue Rocks-Titos could he 
tlte end of tlte Kingtlom of the Blue Rocks! Help 
Ohkram Iteat the evil Kraal. 

Underground Maze, Cavern -There are mazes 
and puzzles that stand in the ivay of your 
quest, Iml your imagination will save the 
Kingtlom. 

Pasadena < Hcrpass -You 'II travel to strange, 
mythical, and mysterious lands in tlte dark 
foreboding Middle Ages landscape. 

Open-Mouthed Monstcrs-BejMjn;.' There are 
fearsome ministers and sacred idols that will 
try to trip you up. He brave. 

Whatever- Whimsical. Itumontus, and 
sometimes clumsy characters offer their help. 
You have to decide wltether tltey're a blessing 



frightening flashes of lightning cast eerie 
shadows. Suddenly, the d(x>r bursts open and 
there stands the silhouette of a dark ominous 
h(K)ded figure. 

He speaks, "On this day, evil omens are 
carried in on the storm. This could be the end 
of the Kingdom of the Blue Rocks! 

Only three days remain before the mcx>n will 
block out the life-giving light. This Kingdom 
may fall to the tyranny of the evil sorcerer, 
KRAAL. 

The Prophecy proclaims that, on the day of 
the great eclipse, if three grains of sand are 
placed in the REVUSS hourglass by a brave 
hero, the enemy will be annihilated. 

You must complete 3 perilous quests and for 
cadi success you will be rewarded with a grain 
of sand. Your first challenge is to open the 
entrance to the cave where the temple stands. 
Then, you must vanquish the Dragon of a 



Hundred Faces. And finally, you must 
convince the guardian to open the Sanctuary. 

If you are victorious, you will obtain the three 
grains of sand and on the day of the Great 
Eclipse, you will place them in the REVUSS. 
The Prophecy will be fulfilled and KRAAL will 
be vanquished." 
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One of the unique features of The Prophecy 
is that the game is played from a first person 
perspective. That means all the action takes 
place from your point of view. You are the 
main character. However, when you interact 
with other characters, you are referred to as 
Ween, the valiant-hearted, apprentice 
magician, who's mission is to save The 
Kingdom of the Blue Rocks from the evil 
wizard, Kraal. 

Kraal is a master sorcerer who was banished 
by Ohkram (Ween's grandfather) for being a 
greedy, double dealing, and aggressive threat 
to the Kingdom's safety. He uses his magic to 
unleash monsters, traps, and curses. 

But don't worry, you are not alone in your 
quest. You'll have several companions you can 
call upon in times of need: 

Ohkram is the benevolent, old master 
sorcerer, protector of the Kingdom of the Blue 
Rocks, the trustee of the Prophecy, and 
grandfather to Ween. Until this day, he was 
the most powerful sorcerer in the world but 
this good and wise old man knows that his 
powers are getting weaker. 

Ubi and Orhi are Ohkram's lively, scatter- 
brained, twin servants. They follow Ween on 
his journey and help him by carrying his bag. 
These two comics are braggarts rather than 
heroes and they are sometimes clumsy. But, 
that's what makes them so likable! 

Petnry is Ohkram's old friend. He follows 
Ween's adventure in his mind and 
communicates with him by telepathy. This 
wise man loves to study magic books of spells. 
I It helps Ween by deciphering ancient texts or 
messages written in strange languages. 

Urm loves to eat fruit. He's a vampire bat 
that loves strawberries. He was tamed by 
Ohkram, with the help of strawberries, and he 
has remarkable magic powers. He appears 
when Ween plays the flute. This somewhat 
peculiar cast of characters adds both comedy 
and mysticism in The Prophecy. But if you 
think they are all you need to get through this 
game, no way! 
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Will \ PLAYING ITflSGAME 

YOU MIGHT PULL OUT 

All VOIR HAIR 



The Prophecy contains a barrage of 
challenging puzzle strategics. {Marty of the 
objects you'll pick up and put in your 
inventory can be used on each other.) lor 
example: When you reach the GARDEN 
you'll have to use the bag in the left-hand 
corner of the screen to catch the SNAKE, and 



then click on BOND. This closes the bag and 
you can use the bag on the MONGOOSE. 
Now you have to use the SWORD on the 
LARCH tree. But hey, you don't have a 
sword. 

This is the really cool part of The Prophecy. 
Just as if you were a wizard, you can go into 
your inventory, take the COPPER BALL, use 
it on the NECKLACE and it magically 
changes into a SWORD. 

This type of wizardy is common when you 
play The Prophecy. You really get a sense of 
being the hero of the game. But don't forget, 
this is only one of the many strategy devices 
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you'll need during the course of the game. 

Eurther on in The Prophecy, you'll come to 
another tricky episode. This sequence 
challenges you to combine your logic, your 
mouse maneuvering agility, and your 
diligent dexterity. The entire trick to 
completing this scene is timing. 

As it happens, you need to maneuver a 
small bott across a stretch of water to reach 
the volcano island. Sounds easy, huh? The 
boat has a hole in it and the water quickly fills 
the boat, it sinks and your character, Ween, 
dies. 

It takes about 1 5-20 seconds for the boat to 
fill with water. In that time you'll have to get 
your HAMMER out of inventory, hit the 
PADLOCK, take the TAR and put it in your 
inventory, use the PIPE on the BOTTLE (it's a 
good idea to make the PIPE by changing the 
S\X ( )RD into a COPPER BALL and then use 
the COPPER BALL on the TIARA before you 
begin this sequence), take the CORK and use 
the TAR on the CORK. Put the CORK in the 
hole in the boat and use the HAMMER on the 
CORK to seal the leak. This is a master-level 
game player's challenge. 

There are special features for changing the 
type style of the text, you can turn on the 
music, sound effects or both. 

If you're valiant-hearted, The Prophecy is in 
your future. AT 



Modem Users Look At This: 

^ %- SPECIAL 
~<S>r: OFFER 

'VVfiVV As a reward for your 

' M^ courage and fortitude 

playing The Prophecy. Sierra will 

?ive you a special gift! Inside each 
Yophecy box is a coupon with 4 
questions about the game. If you 
answer all of them correctly and 
mail it in, you'll get 30 FREE hours 
of pure gaming excitement on The 
Sierra Network. It's an awesome 

$29.95 value! 




I your golden starship into ainaz- 
mter space battle simulation. 



lake on space-agt Spanish ( onejuist- 
adors with swords and phasers. 



One of the oldest mysteries known to mankind 
is now the future of computer gaming. 

Set out on .1 mvstic mission across space anil linn, in this high powered 
combination ot complex puzzlc-*olvm$ mythical role-playing, and outer 
space battle simulation. You arc the champion ot the lost Inca empire, 
rocketing across galaxies, battling space age ( lonquistadors, and unraveling 
intricate and .indent mvsteries. 

Stunning simulation technology lets you soar through winding canyons, 
hostile star systems, and lost ruins. 

This is an epic adventure that catapults you through spate and time. Inca 
is an interactive motion picture where cultures clash and legends live. I or 
IBM !'( s. Also available on CD-ROM. 



Excellence in 
Innovative Gaming. 

~ SIERRA 8 



Available at a software retailer near you, or call: 

1 (800) 326-6654 
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Ground Breaking Game Combines the Best of Action and Adventure 



by Vince Ceraci 



You get it all with Sierra's new game Inca from Coktd 
Vision. No maner what type of game player you are, you'll find 
an exciting challenge. Inca shines with top-quality VGA graphics and 
animation, plus it has movie-like special effects with video-captured 
characters. You'll he armed with sophisticated weaponry like Plasma Bolts 
(deadly). Jaguar Missiles (they have a homing device), and Sun Stars (these 
can be guided to your target with your mouse). But watch it, there are 
Spanish Conquistadors with swords that can shoot phaser hlasts! 

It has won awards of excellence for its graphics, sweeping 3-D animation. 



and music soundtrack throughout Kurope. In fact, rhe 

souiidtr.uk for Inca is being played on radio stations all over 
Europe, and now it's starting to be played on new-age radio stations in the 
U.S. Plus, there are dynamic sound effects of explosions, cannon fire, phaser 
bursts and many other kinds of realistic environment evoking sounds. This 
is an exciting game with super graphics, lots of action, and super sound. It's 
an interactive movie. 

Inca is truly a game that appeals to all kinds of interactive computer 
entertainment game players. AT 



' oktel Visum 

uses the best there 

is in V(iA graphics 

and animation. You 7/ 

get a fascinating. look 

at the beauty of the 

ancient Inca empire 

wlien you watch the 

introductiim to 

the game. 



Jo be the new 

Inca yim will 

need a keen mind 

to figure out tire 

patterns. Hut wit 

can click -tm the 

right mouse 

hut ton and plot 

your course on 

tire map Iwilder. 




Wltalare ISlh 
century Spanish 
galleim ships doing 
m outer space! Inca 
takes you through a 
• Wirt in% c as c ad e of 
time and space. 
Here's your chance 
to Itegin tin new 
Inca cimlizatiim. 



The l/ewildennx 
mazes can be 
tough and 
complex, and 
tc.ittli 'mf I hew 
bizarre passages 
are filled with 
danger and 
mind-straining 
puzzles. 




Rlast through 

fast-paced spaceship 

doxfixhts that take 

you through inter 

stellar planet canyons. 

You '11 need super 

mouse or joy stick 

agility to vanquish the 

onslaught of Spanish 

fighter pilots. 



The control 
fianel is uniquely 
set up with a line 
graph interface. 
All game players 
from beginners 
to master-level 
find Inca 
enjoyable and 
layable. 



Duck! Ihese mazes are filled with Spanish conquistador 

guards. You might fight them with swords, dodge their 

phaser hlasts, or scoot out of their line of fire. And 

watch your back. Just wlten you think you're in the 

clear, they might fire im you from behind. 



iou II l/e i Iniliengt'tl lr\ .1 pu'thora of unearthly 
sceruinos. Inca uses some very unusual ancient symbols 

and scene sets. You play Inca from a first-person 

pers/iectiiv, and its hypnotic soundtrack will make you 

feel like you're really in the actum. 



Sometimes your imh enemies are natural /Linger* 

When you're zooming through space, you 'II encounter 

sure death situations and sudden dangerous obstacles. 

You 'II need spaceship piloting skills to get you to your 

destinatiim in one piece. 
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Someone 
has kidnapped his 
son. The governess, who was 
with him at the time, saw him being 
carried off by a bat-like, winged creature. 
Will the young boy be able to live through 
the horrendous treatment of the brutal tor- 
ture master? 

His captor is a horrible demon called 
Amoniak. He lives in a faraway land. It is a 
land that is so distant that it can only be 
reached by magic. Domenic, a powerful 
warrior and ruler of this kingdom, has also 
been seized by the demon, Amoniak. 




Great sound effects and good music keep the 
game rockin' and he-boppin'! 



Amoniak is seeking revenge on Angoulafre, 
who defeated him fifty years earlier in 
hand-to-hand combat, Now, Amoniak has 
made the Prince his jester! 

Driven by despair, Angoulafre, the King, 
rushes off to see Modemus, the wise man, 
in the hope that he will be able to find the 
child with his magical powers. 

If you had the chance to play Gobliiins 1, 
you know you're in for a super challenging 
good time. Fair warning: (iobltms 2 makes 
(itibluins I look like a nursery rhyme. 

HELP WANTED: 

^ THE KINC IS LOOKING ^ 

FORAFEWCOOD 

ADVENTURERS 

Who else would apply for this outrageous 
journey through a corny cornucopia of 
Crazy and silly situations than our two mis- 



guided but talented goblins, Fingus 
and Winkle? They have completely opposite 
personalities but they work amazingly well 
together. They're as prepared to rescue the 
King's precious child from the clutches of 
the cunning demon as they arc to battle .1 
ferocious dragon in the name of honor and 
glory. Fingus is a serious, polite, and careful 
little fellow. Winkle is an oddball, a joker, 
and a reckless but funny comic character. 

Before teleporting them, Modemus gives 
them his last words of advice: "I'm going to 
send you off by magic to the little village 
adjoining the castle. All the inhabitants of 
this village with the exception of a few priv- 
ileged individuals, are dying of starvation 
and thirst. First of all, go and pay a visit to 
Tazar, my colleague who is the village 
magician. He's a bit grumpy hut full of 
common sense. Your first mission is to get 
out of the village for a month, because 
when Tazar has drinking bouts, he won't let 
anyone leave." 

^ THIS WIZARD 1$ ^ 
A FUNKY DUDE w 

The evil wizard, Amoniak, has built a 
moat around the castle and he decides who 
may come in and who may leave. The wise 
man Soka is immune to the ill-doings of 
Amoniak and meditates day and night to 
try to exorcise the little village. 




You'll meet dozens of bizarre characters. It 
takes 2 goblins to tangle with the man-tree. 



Since Amoniak took over the little world 
around the castle he's turned the good citi- 
zens' lives upside down. 

Tom, the master clockmaker had his melo- 
dious clock chimes turned into a harsh tick- 
tock. Kael, the walking apple-tree is now 



Bv Vina- Geraci 




Watch out for evil wizards who con/our up 
strange potions and weird spells. 

permanently thirsty. And then there's 
Vivalzart, the music-mad heron, who in an 
effort to cure his insomnia, is looking for 
mushrooms that will send him to sleep. The 
castle is guarded by a band of merry-makers 
who arc more stupid than they arc danger- 
ous. Amoniak controls them with an idol 
they superstitiously hold in great esteem. 




Imaginative and challenging puzzles wil 
you in stitches for hours, days, weeks... 



keep 



The King's son, who has now been turned 
into Prince Buffoon, is not the only prison- 
er. There is a Scientist that Amoniak has 
forced to build a shrinking machine to pun- 
ish Domenic. Domenic has been 
shrunk and locked into his own 
armor. Although the 
Sciential is working for 
Amoniak, he is plan- 
ning to gather up the 
followers of the fallen 
■ving in rebellion. 
I rescue the Prince you 
have to get into the Throne Room. 
The best way to do this is to use the sea- 
p.iss.ige beneath the c.isflc. The goblins will 
have to use a combination of Magic and 
Science to return Prince Buffoon to Tazar's 
house. 
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^ A TALE OF ^ 
TWO IDIOTS 

They arc the best of friends, they arc the 
worst of friends. It's not that they don't like 
each other, it's just that in spite of their dif- 
ferences they usually have to work together. 
The two goblins arc always on the screen at 
the same time. You can control them to 
simultaneously carry out a series of events 
to try and solve the puzzles they encounter 
in each episode. 

Cobliins 2 is divided into 7 worlds or 
episodes. Kach episode can contain several 
different scenes and each not is interrelat- 
ed to one or more of the others. 

(,'>bliins 2 is a fun, light-hearted, bril- 
liantly colored and designed game. It has a 
Save (iame feature (thank God), and very 
funny sound effects and character antics. 
This game is .mother winner from Coktd 
Vision, the question is, do you have what it 
takes to be a winner? v 




You'll meet dozens of amazing characters along 
the way. 




It's up to you and the (iohliins to keep the 
kingdom safe and rescue the Prince Buffoon. 



HERE S WHAT CRITICS ARE SAYINC 
ABOUT THE ORIGINAL COBLIIINS! 



"There is plenty of good fun here for the graphic 
adventurer . . ." 
-Computer Gaming World 



¥ 



*. . . graphics are hand-drawn, 256-color works 
of art . . . Highly recommended.*' 
-Questbusters 



* . . a delightful mix of adventure and puzzle 
gaming that will leave your gray matter posi- 
tively fried. " 

-Video Games and Computer Entertainment 



* 



" . . you '11 want to snatch this one up. Its intelli- 
gent design and cute good looks will hook you 
right from the start. " 

-Game Players Magazine 



it's like Rubies Cube with a bad attitude." 

-The Newark Advocate 



? 



"If you like the ultimate in brain teasers this 
game will meet your needs. " 

-The Newark Advocate 
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SPRING SPECIALS 






HLL GAMES 



MS-DOS 



it, 



LE PRICED! 



ALL NEW GAMES VGA - 3.5' DISKS ONLY 



JA-IOIankKiHwv 15 3395 

J Aces of the Pacific -New' 67.95 

J Aces Over Europe 5945 

jAdu- Vol 1 50.95 

JAdiJr Vol II 50.95 

JCastleufDr biam 42.45 

J Conguests of the Longbow 33.95 

J Digger of Amon IU 59.45 

J EtoQuest Tin- xdfch ft' Cetus 42.45 

J Freddy Pharkas New' 5945 



J Front Page Sports: Football 59.45 

JGoblmns 18.95 

JGobliinsll -New' 33 95 

J Heart of China 18 95 

J Hoyle Book of Games Classic 42.45 

J Hoyle Book of Games Vol 2 (EGA) 29.70 

J Hoyle Book of Games Vol. 3 42.45 

Jlnca -New' 50.95 

J Incredible Machine 34.95 

J Island of Dr. Brain 42.45 

J Jones in the Fast Lane 18.95 

J King's Quest V 59.45 

J King's Quest VI 67.95 

J Leisure Suit Larry 1 25.45 

J Leisure Suit Larry 5 33.95 

J Lost Secret of the Rainforest 42.45 

J Mixed-Up Fairy Tales 42.45 



1-800-326-6B54 TO ORDER 



Outside the US. • 209-683-4468 8am-5pm PT M-F 

for UK and Europe call 0734-303171 

for pricing and availability 

COMPUSERVE ♦ GEnie* SIERRA BBS [209-683-4463] 



J MixedUp Mother Goose 42 45 

J MOJO's Math Monsters New' 42 4S 

J Nova 9 18.95 

J Pepper's Adventures in Time 42 45 

J Police Qu«t 1 25.45 

J Police Quest 3 59.45 

J Quarky Quaysoo's Turbo Science 42 45 

J Quest for Glory 1 25.45 

J Quest for Glory III 59.45 

J Red Baron and 

Red Baron Mission Builder Both 49.95 

J Riftwar Legacy Betrayal At Krondor ...59.45 

J Rise of the Dragon 18.95 

J Space Quest I .25.45 

J Space Quest IV 33.95 

J Space Quest V New! 59.45 

JStelUjr7 18.95 

J The Prophecy New! 33.95 

J WWII: 19461-Aces Mission .25.45 

J Willy Beamish 33.95 

MUSIC CD'S 



Sierra Music CD 

Collection includes 

'The Girl in the Tower" 

love theme from 

Kings Quest VI. 

J 5ierra CD Collection 1099 

J INCA Music CD 10.99 




FOR MAIL ORDERS. JUST CHECK THE GAME(S) OF YOUR CHOICE. FILL OUT THE ORDER FORM BELOW 
AND MAIL TO SIERRA ON-LINE. Prices good in U.S. and Canada only. All prices in U.S. dollars. 



GREAT! SEND ME THE GAMES I'VE CHECKED. I'M ENCLOSING $ 
TO COVER THE GAMES, TAX, SHIPPING AND HANDLING. 

NAME 

ADDRESS 

CITY STATE ZIP 



_] Check/Money Order (payable in US funds to Sierra On line. Inc.) 
CHARGE TO J VISA J MC J AM EX LI DISCOVER 

ACC I NO 

AUTHORIZED SIGNATURE 



EXP. DATE: 



DAYTIME PHONE (needed for credit card purchases) 



SHIPPING: US $4 for 1st game, $2 ea. add'l game. Canada - $5 for 1st game; $2 for each additional 
game Hintbooks. $1 50 if ordered separately. Other - Please call or FAX for shipping information. 
TAXES: CA residents add 7.75%; TX residents add 6.25%; MA residents add 5%. (Canadian customers 
are responsible for GST taxes & handling fees. Do not include with payment to Sierra.) 
MAIL TO: P.O Box 978, Oakhurst, CA 93644-0978 
BY FAX: In the US 1 -209-683 4297 • From Europe 0734-303201 

Polny and prices, including shipping charges, may change without notice. All orders are subject to acceptance by 
Sierra Prices effective 3/1 193-611/93 Above prices not valid with other coupons/promotions. Offer No. 1 380 



-iro 



EGRC 



2970 



WINDOWS! 

J Alphabet Blocks 42.45 

J The Laffer Utilities .20.95 

J Lost Secret of the Rainforest 42.45 

J Screen Antics/Johnny Castaway 29.75 

J Pepper's Adventures in Time 42.45 

J Reading Rooms New! 42 45 

J Spelling Demons New! 42 45 

J Take a Break! Pinball 42.45 

J Take-a-Break! Crosswords 29.95 




AND MULTIMEDIA CD GAMES 

J Dagger of Amon Ra - New! 59.45 

J EcoQuest 1 - New' 59.45 

J INCA Mew' 59.45 

J iones in th* Fast Lane 59 45 

J King's Quest V 59 45 

J King's Quest VI New! 67.95 

J MixedUp Mother Goose 59.4S 

J Space Quest IV New! 59.45 

J Stellar 7 59.45 

J Willy Beamish New' 59.45 



Video Information 

System 

CO Games 




J Alphabet Blocks New! 42 45 

J Castle of Dr. Brain 42 45 

J Heart of China 19.95 

J King's Quest V 59.45 

J King's Quest VI • New.' 67 95 

J Leisure Suit Larry 5 33.95 

J Reading Rooms • New.' 42 45 

J Red Baron 59.45 

J Rise of the Dragon 19.95 

J Space Quest 1 25 45 

J Space Quest (V 33.95 

J Spelling Demons New! 42 45 

J Stellar 7 New' 18 95 

J Willy Beamish 33.95 
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Family Entertainment From 
Sierra at Family Budget Prices 



YOU Can't beat Sierra. Sierra's standards are the 
highest in the computer game industry. We have a knack for 
combining the newest technology with imaginative 
storytelling to create the most intriguing, most exciting and 
the most entertaining games. Take the FAMILY FUN 
PACK. Each game is a VGA masterpiece with full sound- 
card support and the distinctive Sierra style. 

If $ the promise. Sierra is committed to making games for 
the family to enjoy. The FAMILY FUN PACK has a variety 
of games and there's something for everyone, from 
adventures to board games. Plus, there's a special FREE 
bonus of an entertaining screen saver ! 

rfs the value. Sierra consistently offers their customers 
special budget values. Take the FAMILY FUN PACK. The 
total price for the 3 games in this pack originally sold for 
$ 1 59.85, plus the Johnny Castaway screen saver originally 
sold for $34.95. You get over $194.10 worth of computer 
entertainment for just $39.95. You'll save over $1 50! For 
U.S. orders add $5.00 shipping and handling charges. For 
orders outside the U.S., call for details. 

Special Bonus: If you order right now you can get the hint 
books for Conquests of the Longbow and Gobliiins for just 
$4.95 each. That's a 50% savings! 



A H 3 tor iu^ 

$39» 

plus.-- 





Gobliiins 

The King has gone insane! You're next. Guide three imps through a task only they can perform. 
Dwaync carries objects, but only one at a time. BoBo packs a mean right hook. And Hooter casts 
spells that can hdp - well, sometimes. 
"Anyone who enjoyt object- and magic-oriented puzzle solving mill love (Mum. Highly recommended. " 

- QueiiButert magazine 

Hoyle Book of Games, Vol. 3: Great Board Games 

Hoyle has games for every member of your family. Youll love these si* classic board games: Yacht, 
Pachisi, Checkers, Backgammon, Dominoes and Snakes and Ladders. Play against human or 
animated opponents. Best of all, you can adjust the skill levels to accommodate your expertise. 
That means parents can have as much fun as their kids! 
"A great game for children andadtdti alike. " 

- Compute magazine 




m**m 



Conquests of the Longbow: The Legend of Robin Hood 

You'll live the legend of the Outlaw of Sherwood Forest in this critically acclaimed, exciting 
animated adventure. To survive, you must rely on your compassion as well as wits and cunning. 
This master-level game features authentic medieval games, music and language, as well as multiple 
paths with varying implications and at least five possible endings. 
"Pouihfy the best Sierra On-Line adventure game to date. ' 

- Enchanted Realms 

Plus a Free Screen Saver! 
Screen Antics: The Adventures of Johnny Castaway 

I his screen saver not only protects your monitor - it also tells the story of Johnny, a castaway trying 
to escape from a small desert island. Johnny (Castaway even features special screens for special dates. 
(Note: Screen Anlict requires Windows 3. 1 " ) 
" The most entertaining utility we've ever teen. ' 

- (Jimputer Gaming World 
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_ SIERRA 

_ ■ Available for IBM and PC compatibles only. 



® 



Call 1-800-326-6654 

Monday-Friday 7AM-7PM (PST) 

Mention nfTpr #1 385 whpn nrrlprino 



"Adventure Game 

of the Year" 



An Eiparience The Whole Femtly Will Fnjoy! 




f> SIERRA 



-Compntter Gaming World 

Read what the critics say about 

this cutting-edge classic of 

computer adventure gaming: 

"It's tempting to say that King's Quest Vis 
the ultimate animated adventure game." 

-Computercraft Magazine 

"A masterpiece of graphics and sound." 

-PC Magazine 

"A masterpiece... Superbly hand-painted 
backgrounds, crisp and smooth animation, 
and a brilliant soundtrack all make KQV a 
contender for Adventure Came of the Year." 

-The Dragon Magazine 

"Truly magnificent graphics will draw 
players into this vast fairy-tale world... the 
humorous puzzles will please even the 
most demanding adventure players." 

-PC Home Journal 






Explore a ground-breaking 
universe of magic and adventure. 



Meet amazing characters in this 
award-winning epic. 



Unravel puzzles as you set off on a 

quest to rescue the royal family. 



Available in: 

MS-DOS, MPC CD, and 

Color Macintosh 



_ SIERRA® 

Pick it up at your favorite software dealer, or call: 

1-800-326-6654 



Kings Quest VI CD 
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Ro berta Williams Best-Selling Adven ture 
$\ is Re-defining CD Games 



In a recent review of King's Quest VI in 
QuestBusters magazine, Peter Spear called 
the best-selling epic "proof that the era of 
CD gaming is upon us." 

Bold words, considering the multimedia 
version of the game had not been released at 
the time and that Mr. Spear was simply 
anticipating just how good this ground- 
breaking game would be on CD. He listed 
all the reasons that King's Quest VI needed 
to be played in the CD version: Extensive 
animation, dialogue that begged to be heard 
instead of read, a dramatic opening cartoon 
that was pared dramatically to fit on the disk 
version. But he summed up the main reason 
in his final paragraph. 

"It is because imagination has no limit 
and current hardware does. There are 
other games proving this point today, but 
King's Quest has always been the 
benchmark. It is the end of one era, and 
when it is released on CD, it should be the 
beginning of another." 

The era of CD gaming has arrived. King's 
Quest VI, which is being finished for CD- 
ROM as this article goes to press, is the 
best proof that multimedia is no longer the 
future of computer gaming. It is the high- 
res, full audio, 3D-rendered present. 

A True Multimedia Experience 

The King's Quest VI CD team, under 
the direction of the game's lead 
programmer, Robert Lindslcy, clearly had 
their work cut out for them. Given the rich 
design of the game and the spectacular art 
and animation of the original disk version, 
it was tempting to simply port the game 
over to C.I) like so many game companies 
are now doing. Thankfully, the game had 
been designed with an eye toward the final 
CD and the team set out to build a true 
multimedia experience. ^^ 

The proof of this comes up immediately 
when you start the game. The story opens 
with a spectacular introductory cartoon. 
developed by the Hollywood animation 
company Kronos, best known for their 
special effects work on the movies Halman 
Returns and The Lawnmower Man. 

On the disk version, this cartoon took 
up eight megs of hard-drive space and ran 
about three minutes. The CD version, in 
contrast, runs seven minutes and spans a 
massive SO megs of CD space. It includes 
many sequences and conversations not 



found on the original disk opening. 

The entire sequence is animated in a 
process called "3-D rendering". Simply 
put, this creates a 3-D model of a world 
where the point of view can shift in full 
motion video. This creates dramatic 
camera movements that give the player the 
impression he is truly moving around the 
room, looking at the characters from 
many angles. 

This is just the beginning of the visual 
feast that awaits a player in King's Quest VI. 




A spectacular 50-meg cartoon opens the story. 
The i-D rendering was executed by Kronos, a 
company that worked on Batman Returns. 




The new talkers are high-res, with the lip- 
synched voices of Robby Benson and others. 

Enhanced Graphics and Animation 

Players running the new King's Quest 
VI CD or disk version under Windows 
will see improved, high-res graphics in 
many parts of the game. High-res graphics 
have been added on all talkers (the close- 
ups of characters during conversation), all 
inventory items, and the icon bar. 
k The talkers have also been overhauled to 
•.include accurate lip-synching during 
Conversation. Using the same critically- 
acclaimed technology that Bright Star 
(Sierra's sister company in Seattle) used on 
Alphabet Blocks, the enhanced talkers 



By Kurt Busch 



advance the film-like feel of the game, giving 
one the impression that he or she is 
controlling an interactive movie or cartoon. 

It's these talkers that truly set the game 
apart from its disk-based counterpart. 

Robby Benson Leads a Talented Cast 

While the press praised the multimedia 

nature of Sierra's earlier CD games, critics 
were often disappointed with the acting 
abilities of the employees who did the 
character voices. Last year, Sierra began to 
use professional actors for many roles 
(including Gary Owens as Roger Wilco in 
the multimedia Space Quest IV). 

King's Quest VI on CD shows the 
wisdom of this move. Professional actors 
were cast to play all parts and the resulting 
quality is phenomenal. 

Robby Benson, who gained critical 
praise for his portrayal of the Beast in 
Disney's Beauty and the Beast, stars as 
Prince Alexander, crossing an intricate and 
dangerous world in his quest to save his 
true love, Cassima. Bill Ratner, one of 
Hollywood's most sought-after voice-over 
artists, plays the narrator. In all, over 30 
professional voice actors comprise the cast 
of King's Quest VI. 

Sierra went to John Grayson, a 
Hollywood talent coordinator, to cast the 
various roles. After the actors were 
selected, recording was done in a studio in 
Southern California. The recordings were 
then synched to the talkers in Sierra's 
studios outside Yoscmite National Park. 

More Music on Multimedia 

As a final treat, the full audio recording 
of "Girl in the Tower", the love theme of 
Kind's Quest VI. was added to the CD. 
Written by Sierra composer Mark Siebert, 
with lyrics by Jane Jcnson (who shared 
design and writing duties with Roberta 
Williams on King's Quest VI), the 
haunting song plays as the final credits roll 
in the game. 

What's Next for CDs? 

King's Quest VI will also be released as 
a Mac and Mac-CD title. In the meantime, 
Roberta Williams is hard at work on 
Phantasmagoria, a top-secret, CD-only 

title that will once again stretch the 
technological limits of the format when it's 
released early next year. 
The age of CD gaming is truly upon us. Sr 
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Aces Over Europe is 
certain to be the 
definitive WWII air 
combat flight sim of the 
European theater. It is 
the newest simulation 
by Dynamix, the 
company that defines 
the industry standard 
for historical flight 
simulations. As the 
newest Great War 
Planes entry, Aces Over 
Europe joins the award 
winning Aces of the 
Pacific and Red Baron. 



• ALLIED AIRPOWER TO 
THE RESCUE 

April 1944. The grip of Nazi oppression 
was tight around the throat of European 
freedom. Europe's last hope was that the 
destructive force of Allied airpower could 
break Hitler's hold and return self- 
determination to the continent. 

So begins the airwar of Aces Over 
Europe. On April 1, 1944, the Allies 
released the mighty 2nd Tactical Air 
Force and the 9th Air Force against 
tactical targets in France and the Low 
Countries. After D-Day, both sides 
struggled fiercely to support their 
ground troops with air power. In the 
skies over France, the Allies and the 
Luftwaffe were engaged in a tooth and 
nail battle for air superiority in the 
Summer of '44. Those decisive battles 
ultimately ended with the bloody 
decimation of the Luftwaffe In 
September 1944, the front lines were 
nearing German borders and the 
importance of tactical air power 
increased dramatically. 

The importance of air-power in the 
European theater motivated the 
Dynamix flight team to "raise the 
stakes'" in terms of realism. To this end, 
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Dynamix has painstakingly recreated the 
historical details of this period. Aces Over 
Europe includes all-new mission types to 
simulate the conditions unique to the 
European theater. New mission types 
include Close Support, Interdiction 
Missions and Armed Reconnaissance. 

Close Support Flights 

In Close Support flights, you fly to the 
defense of the valiant men in the trenches 
by attacking enemy tank and vehicle 
convoys, coastal batteries and fortified 
positions. New vehicle targets you may 
attack in Aces Over Europe include the 
German Panzer IV, Jagdpanzer IV, 
Panther, Tiger, Puma, Whirlwind, and 
SDFK-Half Track. Allied vehicles include the 
Sherman, Churchill, M-3 Half Track and the 
Duck amphibious truck. 

Interdiction Missions 

Interdiction missions are not for the 
faint of heart. Your job will be to 
perform ground attacks deep in enemy 
territory. The targets are many and 
varied: supply bases, railroad yards, trains, 
radar installations and airbases. 




Design your own challenging dogfights and fly 
deadly missions for Hrilain. (.ermany. or the I '. S. 



Armed Reconnaissance Missions 

A few brave aces will be needed to fly 
Armed Reconnaissance Missions, a 
tension filled free-for-all in which you 
diligently patrol a designated area and 
destroy all enemy ground targets you 
find there. 



• FLIGHT SKILLS 



For those who mastered anti-shipping 
missions in Aces of the Pacific, you will 
discover new challenges to your skills in 
Aces Over Europe. Perhaps you will be 
assigned to fly an RAF Coastal Command 
Mosquito XVIII (equipped with a 57mm 
cannon, one of the largest mounted on a 
British plane during the war) over the Bay 
of Biscay in search of German convoys. Or 




Take control of historic warbirds like the 
Messerschmidt 109, Thunderbolt. Mustang, 
hocke-Wulf 190, and Mosquito. 

your orders may require you to forcefully 
blast a Norway-bound German destroyer 
force while flying a Mosquito VI or 
Tempest V. 

If you pursue a USAAF career, you may 
choose to fly Thunderbolts, Mustangs or 
the Lightnings of the 9th Air Force. 
During the weeks before the Normandy 
invasion, you will be targeting bridges, V- 
1 rocket sites and radar installations. 
German fortifications along the Channel 
coast will be crucial targets, particularly 
for American fighter-bombers. 

Brave pilots will be needed for the 
momentous task of escorting heavies 
home from Berlin. In Aces Over Europe 
you can fly with the 4th Fighter Group or 
the famed 56th "Wolf Pack" to return 
those B-17s from Germany intact. 

Dynamix has added to the award- 
winning features of Aces of the Pacific by 
enhancing the flight models in Aces Over 
Europe. In the pursuit of increasing flight 
realism, pilots will now experience 
realistic spins. 

Aces over Europe tests your flight skills 
against legendary German aces like Adolf 
Galland, Josef Steinhoff, Pips Priller and 
Theodor Wesseinberger. From Great 
Britain comes Pierre Closterman, Sailor 
Malan and Johnny Johnson. Finally, to 
represent the U.S. Aces, Dynamix drew 
heavily from the peerless 354th Fighter 
Group's roster including Dick Turner, 
Glenn Eagleston and James Howard. U.S. 
aces Walker Muharin, David Schilling, 
Francis Gabreski and Robert S. Johnson 
represent the "Wolf Pack" and the 
valorous John C. Meyer and George 
Preddy round out the list of US aces. 

Each flight you face is based on one of 
the many actual squadrons stationed in 
the area of the encounter. On a routine 
patrol, you might crest a hill and spot a 
squadron of black-nosed Focke-Wulf 190 



D's. Instantly your heart starts pounding, 
you've tangled with the brutal JG1 
before. You quickly retreat to avoid 
another beating. 

As you gain flight experience, you will 
learn to recognize friendly and enemy 
squadrons by their aircraft colors. For 
instance, the infamous German 
"Abbeville Kids", JG-26, appear in Aces 
Over Europe sporting their dreaded 
yellow noses (an affectation which 
earned them the nickname, "The Yellow- 
Nosed Bastards."). The Dynamix flight 
team has included authentic squadron 
markings on plane noses and rudders to 
enhance the visual authenticity of the 
simulation. 

Aces Ovet tuiupe also unveils 
stunningly detailed new cockpit views 
and enhanced 3Space graphics. Dynamix 
has perfected the ability to camouflage 
aircraft shapes, so that all planes now 
appear with their original camouflage 
schemes. Luftwaffe aircraft are depicted 
in green splinter camouflaged glory and 
RAF aircraft are resplendent in their 
disruptive gray-blue and green liveries. 

• THE PINNACLE OF 

TECHNOLOGY 

For fans of the Great War Planes series, 
Aces Over Europe is sure to exceed all 
expectations. This latest entry brings all 
the features you've come to expect from 
the Dynamix flight team with the 
addition of new missions, new aircraft, 
new aces, enhanced flight models and 
even more stunning artwork. 




New iSpace realism includes squadron markings, 
camouflage, and dimensional shading on great 
warplanes like this Supermarine Spitfire XIV. 



If you haven't yet had the pleasure of 
flying with Dynamix, delay no longer. 
Aces of Europe is the pinnacle of 
historical flight simulation technology, t 
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Mission Builder 
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With Red Baron 
Mission Builder, the 
possibilities for creating 
your own custom 
missions are virtually 
unlimited. You control 
all the variables - the 
amount of daylight, 
mission type and 
formation, even the skill 
level of your opponents. 
The sky is, literally, the 
limit. In case you're still 
adjusting to all this 
freedom, here are some 
expert tips on how to get 
the most from your Red 
Baron Mission Builder. 



n% MISSION BUILDER 
w CONTROLS 

To build the greatest missions ever 
devised, you need to get familiar with 
the Mission Builder controls. 



Use All Groups to review 
all aircraft 

As you start to make larger missions, 
it's easy to lose track of all the flight 
groups that you've created. To make 
sure that you have achieved the desired 
balance of Allied and German groups, 
use the All Groups button to compare 
the opposing forces side by side. 

Picking One Group out of 
the Crowd 

When you have several groups 
placed tightly together, select Display 
One Path to see a group's flight more 
clearly. When you want to target 
another aircraft group, select the Show 
All Paths option. 

More than one Path point 
at a given location 

If the paths of two or more groups 
share a path point location (often a 
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result of group targeting), selecting one 
of the groups via the All Groups menu 
will place that group's path points on 
top of any other points at a shared path 
point location. (This allows you move or 
delete one of the group's path points 
without disturbing the path points of 
other groups). 



Groups are placed at center 
of icon 

The scale of the Mission Builder map is 
approximately 2.25 pixels per mile. 
When placing group icons (especially the 
zeppelin), keep in mind that the group 
will begin the mission from the icon's 
center pixel. 

Use the VCR to review your 
work in progress 

The Red Baron mission recorder serves 
as an excellent tool to test your mission 
prototypes. If you fly a custom mission 
and do not have an expected encounter 
with another aircraft group, save the 
mission to tape. Go to the VCR and Load 
the tape. Switch to External view and 




Test your skill with hot new planes and five 
new WWI aces. 



press Switch until you can see the NPC 
aircraft that you should have met. The 
flight may have an incorrect path point, 
incorrect orders, or may simply never get 
close enough to the player's flight to spot 
it. To ensure that an NPC flight detects 
another group, that group and the NPC 
group should be simultaneously visible 
when viewed from VCR External view. 



Q PLAY BALANCE 

Now that you know how to get the 
results you want from the Mission 
Builder controls, you can spend your 
time fine-tuning your missions until they 
feel just right. The following tips will 
help you define and adjust play balance 
in your missions: 



Plane Type 

The easiest way to affect a mission's 
difficulty is to change the total number 
of aircraft included. If you're familiar 




You select aircraft type, flight path, formation, 
and mission for each air group. 



with the flight characteristics of the 
planes, adjusting plane types can give 
you more exacting control over play 
balance. If a mission seems slightly too 
difficult, save the mission, then try 
putting the player in a plane with better 
speed, climb rate, and/or gun setup. Save 
this mission under a different file name 
and then try flying both missions. In 
many cases, you will find that you can 
completely transform a mission by 
exchanging plane types. 

Opposing Forces: 

Most players' first instinct is to pit 
roughly equal forces against one 
another when building missions. 
However, with some experimenting you 
may find that the creative use of 
mismatched forces can make your 
missions equally, if not more, exciting. 

Odds Stacked Against You 

Fighting a superior foe is likely to be 
an exhilarating challenge. With the 
Mission Builder, you can create missions 
where merely surviving feels like an all- 
out victory. When building missions for 
yourself, try making the odds a bit 
uneven. You'll never know how good 
you are until you've pushed your flying 
abilities to the limit. 



Turkey Shoot 

Flying against an inferior foe can also 
be exciting. For example, you may start 
from a position that makes it difficult to 
capture any glory before the enemies 
are cleaned up. Another interesting 
mismatch is to challenge the player to 
find a lurking enemy. A lone aircraft 
flying along the ground can be very hard 
to spot. 

Find Someone to Trade 
Missions With 

This is the best way to enjoy and 
improve your mission building. Set 
criteria and propose design challenges to 
your friends. Your criteria could be as 
simple as mission type or you can try 



limiting the groups, maps, aces, and/or 
planes allowed. When trading missions, 
use your briefing text to full advantage. 
You might provide the information 
needed to tackle the challenge ahead, 
describe a grand backdrop for the 
upcoming scene, or foreshadow any 
surprises you've whipped up (heh heh). 
With a good briefing, a well designed 
mission can become a puzzle to solve. 
For example, good briefing text might 
tell you that, in a certain mission, it's 
possible to flame all enemy balloons, but 
that you may need to attack them in a 
specific order to prevent friendly 
bombers from being shot down. 

Trading missions with friends isn't 
only fun, it will make you a better 
mission designer. Seeing how other 
people approach a given mission design 
challenge will give you new ideas to 
employ in youf future missions. 



Q GET CRAZY! 

While some people prefer to use the 
Mission Builder to create historically 
realistic missions, pushing the 
boundaries of reality can also be a real 
blast. Try putting Manfred von 
Richthofen in a bomber. . or, on second 
thought, put four von Richthofens in 
bombers and see what happens. Put the 
player in the middle of 16 balloons and a 
barrage of flak, or send a zeppelin 
skimming past the Eiffel Tower through 
the middle of a swirling dogfight. 
Whenever possible, we've tried to give 
you the freedom to choose, because 
sometimes unusual missions are the most 
exciting! 




You set combat tamlitums like altitude, weather, 
time of day, cloud cover and battlefield. 

Now it's time to fire up your 
imagination and see what you can do. 
Fine-tune your use of the Mission Builder 
controls, then try trading some missions 
with friends. Go out on a limb and 
design some really wild missions to give 
your skills a workout. If you're ready to 
have aerial fun, thp Red Baron A/f/«/on 
Builder is your wingman. . 
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Dynamix Introduces 
New Low-Price Air Fares 




Take to the War-Torn Skies of World War I Europe and Well Take a Full 50% Off 
the Suggested Retail Price of These Outstanding Flight Simulators 



Red Baron 

This detailed portrayal of early air combat pits ' 
you against more than 20 historical German, English 




Red Baron Mission Builder 

This major add-on package takes you to even 



greater heights, with more scenarios, more planes, 
and French aces. It features 28 types of vintage air- "^*^^" " and more enemy aces. Select the time of day, weather, 
craft, including Spads, Nieuports, Sopwiths, and Fokkers, in over cloud cover, pilot skill levels, and whether you'll fly solo or in for- 
40 different missions. Record your mission and play it back from mation with up to four friendly aircraft, 
multiple camera angles. Fly individual missions or chart a career, Whether you're a raw recruit or a seasoned ace, Red Baron 

earning medals and promotions. Red Baron comes with battle and Red Baron Mission Builder are outstanding experiences in 
maps and a 238-page manual packed with information and a aerial warfare. It's your ticket to the exciting and incredibly 
pictorial history of the pilots and aircraft of the era. detailed skies of the Great War Planes series. 

THIS OFFER AVAILABLE FOR A LIMITED 
TIME ONLY. CALL NOW AT (800)326-6654. 

• Plus srwng and handhng charges and appfcaWe taxes Offer no. 1 384 Offer Expires June 30. 1993 



Dynamix 
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PART Of THE SIERRA FAMILY 




No One Resists Change Like a True Believer 



It's been a little over a year since I wrote 
about the original Hayle Book of Games 
in this magazine, proclaiming I had bolted 
this game into my hard drive. I considered 
the first three volumes of the Hoyle series 
practically perfect; the only games I was 
convinced I would play forever. I saw no 
good reason to change something that so 
clearly was not broken. 

Fortunately, I do not make new product 
decisions at Sierra. 

Hoyle Book of Games, Volume 1 has 
been totally re-invented, emerging as 
Hoyle Classic Card Games. In addition to 
the six great card games featured in the 
original volume, the package now sports 
one of the casiest-to-use versions of Bridge 
anywhere and the popular game Euchre. 
The entire program has been re-illustrated, 
re-scored, revitalized, and completely re- 
created for the 90s. 

And, after an afternoon of playing it, 
I-the most unswerving devotee of the 
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original-am convinced it leaves the first 
Hoyle volume in the dust. 
No one is more devoted than a convert. 

Rebirth of a Classic 

Ideas for a new game come from a lot of 
places at Sierra, but Ken Williams is 
usually found in those places. The place 
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Hoyle Classic Card Cames offers you great 
Karnes and a great cast of card sharks. 



Bv Kurt Busch 



that gave birth to Hoyle Classic was The 
Sierra Network (TSN), and Ken was there, 
playing card games in the clubhouse. 

TSN, Sierra's on-line multi-player game 
network, is frequented by a lot of talented 
card players, and a few of them taught 
Ken how to play Bridge. He liked the 
game (and TSN's interface) so much, he 
talked to Warren Schwader (designer of 
the original Hoyle games) about adding it 
to a VCiA revision of Hoyle 1 . 

The idea was to create a Bridge game 
that was easy to get into and play for 
beginners, while still retaining the depth 
of play and strategy that seasoned 
Bridge players would demand. Richard 
Aronson, a Sierra programmer who's 
also a Bridge champion, recruited fellow 
programmer and Bridge champ Corey 
Cole (co-designer of the Quest for Glory 
series) to help design a Bridge strategy 
that would provide a challenge for all 
levels of players. 
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Warren and Robert Holmes, project 
manager for the new Hoyle package, 
searched around for another game to add to 
the roster and eventually settled on Euchre. 
I luhre is a popular mid-western card game, 
best described as a single-deck version of 
Pinochle. The game uses the upper half of 
the deck (cards nine through ace), and 
features four players playing in partnerships. 

Many people, mainly from the 
midwest, who'd played the earlier Hoyle 
games had written and requested Euchre 
in future collections. Fortunately Warren 
(who's originally from Wisconsin) was a 
Euchre expert. 

These two games were added to the 
original list of six: Hearts, Cribbage, Gin 
Rummy, Crazy 8's, Old Maid, and 
Klondike Solitaire. Then the team set out 
to build a collection of games that truly 
eclipsed the original. 

like A Well- lloyled Machine 

Among the many features that set 
Hoyle Classic apart from the run-of-the- 
mill computer card games is the 
opponents you face across the card table. 

Players of the first Hoyle game will 
remember how that revolutionized 
computer card games. Rather than mouse- 
shuffling the same old deck and playing the 
same old game of Klondike, Hoyle 1 let 
players challenge a host of animated 
opponents (many of them Sierra characters), 
each with his or own unique skill level. 

There's a whole new crop of Sierra 
characters this time around: Quarky (from 
Turbo Science, a Sierra Discovery Series 
title); Leisure Suit l.arry; King Graham of 
King's Quest; Pepper (star of her own 
Sierra Discovery Series history title, 
Pepper's Adventures in Time); the 
irrepressible Willy Beamish; Space Quest's 
cosmic custodian, Roger Wilco; the 
intrepid heroine Laura Bow; Adam (of 
EcoQuest and Lost Secret of the 
Rainforest fame); and the brilliant but 
bizarre Dr. Brain. 

As if this line-up weren't enough, the 
Hoyle team cooked up a second cast of 
characters, each uniquely tied to one of the 
games in the collection. Members of the 
team itself agreed to get made-up and 
costumed and went before the video camera 
to create the cameo bits that provide an off- 
beat introduction to each game. They are: 




Billy Joe (as in that star-crossed teenager 
who suspiciously took a dive from some 
southern bridge), emerges from the depths 
to show you (what else) Bridge. Don 
Waller -who did triple duty on art, 
animation, and lip synching - plays the 
seaweed-clad Casanova. 




Scout, a mid-western child (played by 
Robert Holmes' daughter, Raleigh) is your 
host for Euchre. 




Crazy Jack, who introduces you to Crazy 
8's. Warren himself appears as the 

<fraighr-jarWcr<»H rarrl shark 




Trudy (a school marm, played by 
Gloria Garland, who did art, design, and 
documentation supervision), and Chip (a 
little boy, played by Andrew, the son of 
Cindy Swafford, a Sierra programmer on 
the Freddy Pharkas team), take turns 
introducing players to Old Maid. 










Dinky, a roaring 20s gin runner (played 
by programmer and Bridge designer 
Richard Aronson), makes you an offer 
you can't refuse in Gin Rummy. 




Josephine, a lovelorn chocoholic played 
by Sierra audio administrator Veronica 
Oldfield, waxes rhapsodic over Hearts. 




Winthorp, a nattily dressed yachtsman, 
played by Sierra programmer Robert 
Lindsley, reigns over the rarefied world of 
Cribbage. 
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Fairbanks, a fur-clad Eskimo, finishes 
up the cast, hosting everyone's favorite 
solitaire game, Klondike. 

Although each of these players is 
thematically linked to one of the games, 
they can all he challenged at any game on 
the list. You can have a foursome, 
selecting any of the sixteen available 
characters. Since each has his or her own 
ability at each game, you can hand-pick 
your opponents to make each game as 
easy or difficult as you'd like. 




Characters actually talk to you during a 
friendly game. 

Talk, Talk, Talk 

Hoyle Classic's new characters actually 
speak! And not just via those little word 
balloons but in actual, glorious, 100% 
digitized human voice (for those playing 
with most major sound cards). And what 
they have to s.n is often as colorful as the 
characters themselves. A full two disks in 
the game are reserved for digitized speech. 
These players will give you an earful 
whenever you win, lose, make a great play, 
make a dumb play, or just make them 
impatient by taking too much time. 

But soundcard owners will enjoy a lot 
more than talk with this collection. In 
addition to producing and directing the new 
Hoyle Classic, Robert Holmes also served 
as the composer on the project, bringing a 
unique, customizable soundtrack to the 
playing table. Kach game features its own 
theme, based on the musical styles of the 
period in which the card game is set. The 
player can also set the game to randomly 
change music during play. 




On-Screen rules and options let you learn a 
new game or customize a favorite. 
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Like most of Sierra's newer games, Hoyle 
Classic features full 16-bit audio card 
support, as well as supporting most major 
sound cards. The games will also run under 
either DOS or Windows, and features Id A 
and VGA support in the same package. 

A Feast for the Eyes 

One of the most compelling features of 
the new Hoyle Classic is the incredible 
selection of decks and playing tables. 
Where the original Hoyle delighted 
players with different colors of 
backgrounds and cleverly illustrated 16- 
color decks, the new Hoyle Classic 
absolutely dazzles you with richly 
detailed, 256-color options. 

Ten different playing tables are 
available, featuring elegant carved-wood 
surfaces, discreet oriental patterns, 
soothing marble playing fields, and 
astounding art deco backgrounds. 

You can also choose from nine different 
dazzling decks, including the traditional 
blue or red Hoyle Shellback design. 

The interludes provided by the 
characters described earlier are also a feast 
for the eyes. The episodes were rendered 
in vintage sepia tones, giving the whole 
production a fun, campy edge. 

And Hoyle Classic Card Games, 
happily, contains the same intuitive 
interface found in Hoyle .?. This lets you 
shuffle, deal, and play with the click of a 
mouse button. In the case of Bridge 
especially, this makes card games easy to 
learn, play, and (hopefully) master. 

A Deeply Documented Package 

Those sepia characters also carry over 
into an exhaustive reference manual that 
comes with the game. In addition to 
explaining all rules and variations, the 
manual goes into the history of each game 
and even traces (with tongue firmly in 
cheek) the very history of civilization 
through card games. 

Like its predecessors, Hoyle Classic 
Card Games also allows players to 
access rules and options on-screen at any 
time during play. This makes it an 
enormously entertaining tool for 
learning new card games. 

Deliciously Addictive 

If you haven't tried any of the Hoyle 
games (see inset), Hoyle Classic Card 
Games is definitely the one to get started 
on. M. Kvan Brooks, an editor of 
Computer Gaming World, described the 
original Hoyle (in an article entitled 
"What Computer Games Critics Really 
Play") as one of the ten games he kept 
on his hard drive. Find out why over a 
quarter-of-a-million people have become 
hopelessly addicted to these great games. 
With the addition of an outstanding 
Bridge program, Euchre, and whole new 
look and sound, Hoyle Classic Card 
Games will most likely find a permanent 
place on your drive. V 



So Many Hoyles, 
So Little Time 

Once you start playing Hoyle Classic 
Card Games, the natural question is "How 
do I stop?" The only thing I've found 
effective in breaking a Hoyle addiction is 
switching to another Hoyle game. There 
are two more, and both are great. 
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Hoyle Book of 
Games, Volume 2: 
Solitaire 

Although this is an I < .A 
only title, there's no 
shortage of fun. This definitive solitaire 
collection contains 28 different games, 
ranging from the traditional (like 
Klondike and Yukon) to the exotic (like 
Scorpion or Fortress). Two new games - 
Slide and Bowling - were designed 
especially for this collection. 
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Twenty-eight solitaire games in one box! 

Hoyle Book of 
Games, Volume 3: 
' Great Board Games 

An outstanding package 
for the whole family, this 
collection features six of the best board 
games around: Checkers, Backgammon, 
Pachist, Yacht, Dominoes, and Snakes & 
ladders. This was the first Hoyle game to 
be rendered in VGA, and features delightful 
hand-painted 256-color art and charming 
animation. You can challenge friends and 
family, or take on any of the 18 animated 

opponents. Options include .lnimated game 
variations, like frog checkers. 




Challenge your friends and family or Sierra's 
charcters to classic board game action. 
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A special section 

devoted to family fun 

and learning. 



IN THIS ISSUF 

Lost Secret of the 
Rain Forest 

Quarky & Quaysoo's 
Turbo Science 

Adi Jr. 

Mixed -Up 
Mother Goose 

Island of Dr. Brain 

Pepper's Adventures 
in lime 
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From the fabled lands of King's Quest to the 
kooky cosmos of Space Quest to the mean 
streets of Police Quest, a big part of the fun of 
playing a Sierra adventure is the pleasure you get 
exploring an exciting new world. In Lost Secret of 
the Rainforest, the latest h.coQuest game in the 
Sierra Discovery Series, you enter one of the most 
intriguing worlds to appear in any Sierra game. It's a 
fascinating place, populated by incredible creatures 
and tilled with challenging obstacles. And it's real. 

Lost Secret of the Rainforest is a suspenseful 
adventure which the whole family can enjoy, espe- 
cially kids 10 and up. In it, you must defeat the 
real-life dangers threatening the rainforests of 
South America. On your quest, you'll trek through 
lush jungles, descend into mysterious caverns, and 
climb to ancient ruins atop craggy, mist-covered 
peaks. The scenes are spectacular, digitized from 
beautiful, hand-painted backgrounds. They even 

shift from day to night before your eyes. I he sense 

of "being there" is further enhanced by a dynamic 
stereo soundtrack that features authentic animal 
sounds and indigenous music. 

Although beautiful, your trip through this exotic 
ecosystem is no picnic. Unexpected perils lurk at 
every turn. You'll see sights long hidden from man 
and need to make daring escapes from unscrupulous 
villains. You'll meet endangered animal species, rare 
flora, and primitive native cultures. Your task is to 
prevent their extinction by poachers and otlui inn 

laws who would destroy the environment ro satisfy 
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their greed. If you're successful, you'll learn the amaz- 
ing truth that lies hehind the ancient myths of the 
rainforest. 

South America, take it away 

The action begins .it the port of Iquitos, where 
Adam Greene and his father have just arrived and are 
about to go on an expedition up the Amazon, filings 
begin to go awry for you (as Adam) almost immedi- 
ately. Among the colorful locals hanging around the 
waterfront are truculent customs officials, luggage- 
n.ippers, and a couple of suspicious characters who 
hint that trouble- is |ust around the corner. Before you 
know it, a pair of mysterious creatures whisk you 
away to the wilds of the uncharted rainforest. 

The rainforest is an alien, enigmatic place, with 
many secrets. I he dark forest floor is relatively sparse, 
carpeted with decaying leaves, and populated mostly 
with insects, (limb a tree to the canopy level I the tree 
foliage level I, and you'll discover a completely differ- 
ent world — bright, sunny, and lush. A riot of color, 
the canopy is the most populated layer of the rainfor- 
est, alive with birds, snakes, and monkeys, as well as 
strange plants and tangled vines. Higher still, emergent 
trees rise above the forest like islands in an undulating 
sea of green treerops. The rainforest is a ma/e ot flora 
and fauna, and you'll have to be both clever and 
knowledgeable to solve the ecological puzzles blocking 
your path. 

fortunately, there's a new piece ot on-screen gear to 
help you understand just what you're getting into: a 



hand-held computer called an "Reorder." The Reorder 
is a sort of "information detector." You use it to col- 
lect and record all sorts of useful information about 
objects you find during your adventure. 

The Reorder data bank starts off with general classi- 
fications — animals, plants, eco-threars, indigenous 
people, etc. — then organizes the facts you gather on 
your quest into detailed files. For example, if you click 
the Reorder on a toucan, the Reorder will display and 
store information about toucans, including a picture 
and a quiz. Using the Reorder, you can review this 
information later in the game. This is important 
because you can't solve some puz/les without using 
specific clues revealed by the Reorder. 

It you can successfully deal with a horde of irritat- 
ing insects, an incapacitated sloth, and a family of 
flammable fowl, you may find the source of sonic 
jumping jungle rhythms and fall into what appears to 
be a deserted village — a "deserted" village where 
cookfires still smoke and an empty hammock still 
swings. Without giving too much away, it's fair to 
say if you feel like you're being watched, you proba- 
bly arc. 

from this point on, your quest begins in earnest. 

Bungle in the jungle 

The deserted village is the threshold to the mam 
adventure m Lost Secret of the Rainforest. After show- 
ing you're able to solve some preliminary puzzles, 
you'll soon be called upon to go on .» quest vital to the 

survival of the rainforest. Your quest will lead you to 
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several strange places, each 
populated with engaging 
characters and mind-bending problems. 

The native people you'll encounter are elusive and 
shy. They're also troubled by a series of interlocking 
problems. If you're able to help them, they'll give you some 
useful gifts. More importantly, they'll reveal the identity of 
their shaman to you. Help the shaman, and he may initiate 
you into the tribe. This is crucial, for the mystical visions and 
legends which surround the initiation ceremony are key to 
your completing the quest. 

The wild creatures of the forest are another source of aid. 
It pays, for example, to do a little networking with a perky 
fruit bat named Paquita. Feisty, clever, and knowledgeable 
about the rainforest, she'll lead you to places humans have 
never been. In addition to Paquita, there's a whole 
menagerie of animal allies who can give you valuable clues 
to your quest. There's the legendary Black Leopard who 
poses sphinx-like riddles, Chiropterus, the high priest of the 
bats, and a stranded howler monkey. In general, you should 
help all who are in trouble. You'll get plenty of valuable 
help on your quest in return. 

However, not everyone you'll meet is nearly as helpful. 
As you penetrate the remote areas of the rainforest, you'll 
be pursued by some pretty serious bad guys lead by a 
"renegade" named Slaughter. These delinquents are against 
everything Smoky the Bear, Woodsy the Owl, and Captain 
Kangaroo stand for. Slaughter and his gang of arboreal 
bandidos despoil the rainforest as they loot its resources, 
without any concern at all for the permanent, irrevocable 
damage they cause. What's more, they are ready to cut 
down everything and everyone who stands in their way — 
including you. You'll be wise to avoid being captured by 
Slaughter. Although you can't "die" in the game, you can 
spend an eternity trying to figure out how to escape his 
clutches if he catches you. 

The educational focus of the game is on ecological extinc- 
tion, to make the player aware of the consequences of the 
destruction of the rainforest. Based on scientifically accurate 
information, Lost Secret of the Rainforest shows the critical 
inter-relationship among species and why we must protect 
the environment if our planet is to survive. 

Lost Secret of the Rainforest is yet another example of the 
power of interactive entertainment as a learning tool. While 
the program can be played for its story value alone, 
the high degree of player involvement and the 
^5^ way you must apply your imagination and 

^Sp^^-^ factual knowledge to win make it more 

than a simple diversion. You 
inevitably sharpen your mental 
skills and gain a solid 
understanding of 
critical ccologi- 
A cat concepts 
and environ- 
mental issues. 
Lost Secret of the 
Rainforest is a 
game that challenges 
your mind as you 
explore an exciting 
new world — a world 
that's real. J^ 





Lost Secret of the 
Rainforest is a 
suspenseful 
adventure in 
which you must 
defeat the real- 
life dangers 
threatening the 
rainforests of 
South America... 



...Among the 
fascinating creatures 
you'll meet is the 
legendary Black 
leopard who poses 
sphinx-like riddles... 




...A pair of 
mysterious 
creatures whisk 
you away to the 
wilds of the 
uncharted 
rainforest, a 
maze of exotic 
flora and fauna. 



..The native 
people you'll 
meet are elusive 
and shy. If you 
can help them, 
they'll give you 
useful gifts... 





...I xltlttre ime of 

the most intriguing 
worlds to appear in 
any Sierra game, 
from mist-covered 
mountains to 
mysterious caverns. 



60 



INTEIt4O70/v Magazine 




Ecology & 
Education: An 
Interview With 
Gano Haine 

By 

Nancy Smithe 

Grimslcy 

Gano Haine is the Came Designer and 
Director of Lost Secret of the Rainforest, 
the second installment in the F.coQuest 
series. She also taught at the junior high 
level for fifteen years before coming to 
Sierra On-lJne. In a recent interview, she 
explained how the new game was the ideal 
medium in which to Mend her teaching 
and designing talents. 

InterActum: Gano, why did you select the 
rainforest as the environment for lost 
Secret of the Rainforest.' 

Gano Haine: When Jane Jensen and I first 
developed EcoQuest as .1 series concept, we 
talked about the different places in the 
world that were startling, were under 
threat, and had what it takes to produce the 
identification we wanted for the game. We 
found rainforests roily fascinating. There 
■ire several around the world, including 
those in Australia and Madagascar. The 
rainforest in Lost secret of the Rainforest is 
located in South America. Rainforests are 
exotic and beautiful and mysterious and 
from an ecological point of view they have 
everything. 

How much research did you have to do to 
design the game' 

Our research was extensive, lor example, 
we gathered an enormous amount of pho- 
tographic material. One of our an designers 
actually shot documentaries in the rainfor- 
est, so when he builds a photo image he is 
coming from a real authentic place. We also 
talked to many, many authorities, including 
people who go to the region every other 
week. As you question people, you open up 
their experience to give you ideas about 
things you might show. 

What type of things did you discover in 
your research and how did you use them in 
the game' 

We tried to touch on some of the hidden 
resources of the rainforest, like the medical 
potential of certain plants, and to be very 
concrete about what's been lost or is 111 
danger of being lost, for example, in the 
Madagascar rainforest there's a little flower 
— the Madagascar Periwinkle — that turns 
out to be the cure for childh<x>d leukemia. 
The cure rate has gone from 2% to 98% all 
btcaiat of this little flower. In our game 
there is a puzzle where Adam has to find a 
medicinal plant and then find the person 



knowledgeable to mix a poultice. 

What kind of things did you include in I ost 
Secret of the Rainforest that came from 
your experience as a teacher? 

Beyond teaching facts — though facts art- 
taught — Lost Secret of the Rainforest is 
designed to affect attitudes and values. 
Adam, the main character, goes through .1 
learning process about the rainforest as part 
of the game. He, himself, is very positive 
toward the environment and represents the 
kid point of view as he comes face-to-face 
with things that are new to him. So the 
player has the opportunity to sec the world 
through his eyes, and to become motivated 
to do something. We tried to maintain a 
balanced view. That is difficult because 
environmental issues arc very emotional, 
and you inevitably contact people who 
have very deep disagreements about those 
issues. But we tried to present a balance so 
that children can make their own decisions 
about issues rather than push any one point 
of view. We are more in the business of 
raising issues than making judgments. 

Lor what age group did you design the gamef 

We say ages 10 and up, which means that 
if their parents buy it they can count on the 
child being able to sit down independently 
and have success even if the parent doesn't 
know how to turn on a computer or has 
never played a game. However, the actual 
age of players is much, much younger. A 
lot of 7-, 8-, and 9-year-olds enjoyed the 
first installment of EcoQuest, but they 
needed a parent to play with them. People 
play as families, and when they do, the 
kids in the younger age group have a really 
good time. My son plays with me and he is 
6. We sort of co-play and he gives me 
ideas. He is getting to the point that he is 
really solving a lot of the puzzles, but he 
needs that extra btxist of my sitting there 
with him. I find that younger children like 
to find out how the game is supposed to be 
solved, and then they like to go through 
and replay it and make the whole story 
unfold. Once adults know how something 
goes, we are done with it. But I don't think 
that is very true of kids. I think they like 
IDC mastery of knowing what is supposed 
to happen. It isn't boring for them to play 
it again. They just enjoy it more and more. 
In the case of the younger children, they 
also understand it better and better. 

Do you design games differently when yon 
have children as the main audience? 

There are a lot more clues and cross refer 
em.es than in an "adult" game. There are 
two things that never happen in Lost Secret 
of the Rainforest. You never have to restore 
your game and you never die. If you reach a 
point where you are at the end of a little 
story event without success, we have ways 



of helping you. For example, we have a 
helper character. In the story we have a sec- 
tion where Adam, the hero, is tied up in a 
shack by some unscrupulous people. If his 
escape attempts fail, he dixsn't die. I le gets 
caught and tied up again. His helper friend, 
who is an insect -eating bat named Paquita, 
will begin to give out suggestions. If he's 
caught more than five times the game keeps 
track and begins to kick in some extra 
hints. We want to be sure that kids have the 
help they need if they run into difficulty. 

I'm also really careful with the reading 
level on this game. The text is simpler than 
in The Search for (letus. It's not 'baby', but 
I've taken the level down. I've tried to have 
one sentence instead of three sentences, but 
have it be the really right and fun sentence. 
I hope the reading will be more acceptable 
for more children and that they will require 
less help with it. 

How much interaction did you have with 
children when designing the gamef 

The part of game development that is fun 
for me is working with the kids we have as 
Beta testers, seeing the game the way they 
see it. We brought some kids in very early 
this time. And of course I play the game 
with my own children. 

What impact do they have on the design? 

Originally, we had a "climbing" interface 
(the most interesting part of the rainforest is 
up in the air, not down on the ground). We 
discovered the interface was very frustrating 
for kids, so we immediately changed it. 

lor kids, the biggest thing in a game is 
wanting to win. That's how kids talk about 
it. They want to win the game. Yet we are 
aware that we are dealing with an impor- 
tant issue. We are not trying to hand kids a 
piece of sugar candy so that they feel like 
they've gotten their little bit of environmen- 
tal thing for the day. 

Do you find young children understand the 
A nlogical issues presented in the games: 

One thing that has become clear to me is 
that kids are already very knowledgeable, 
often times more knowledgeable than 
adults. I think that we are building on a 
very strong base of work already being 
done in schools and homes. You see evi- 
dence in children's letters that they really do 
take it to heart. We had a letter from sonic 

kids 111 Finland who played I he S(\irch for 

(Mus and then went out and cleaned up .1 
lake in their neighborhood. We hone Lost 
Secret of the Rainforest has the same - -A 
kind of impact. It's a game that 
stresses positive values and 4 
fun, where a kid can out- 
think the bad guys and 
learn about ecology issues 
while being entertained. 
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Show off your science smarts in 

Quarky & Quaysoo's Turbo Science — a frantic race for 

knowledge across the loony landscape of Elkjaw Country. 




"Academically, Turbo Science is 
a powerful learning tool. 
I.xtensive classroom tests suggest strong 
linkage between playing Turbo Science and 
the comprehension of vital science concepts 

and terminology. " 

— Sam Miller, PhD, 

National Center to Improve the Ttx>ls of Fducators, 

University of Oregon 

When you stop to think about it, the world 
is filled with lots of neat stuff. It's even 
neater when you know why the stuff docs 
what it does — like how ships big as cities 
can float or how bats can catch insects in 
mid-air in the dark or why you see lightning 
before you hear thunder. You can find the 
answers to these and thousands of other 
cool things m Quarky & Quaysoo's Turbo 
Science, one of the newest games in the 
Sierra Discovery Series. 

In Quarky & Quaysoo's Turbo Science, 
you race computer opponents across the 
loony landscape of Klkjaw County and 
answer questions at checkpoints along the 
way. Kach location covers a different area of 
physics or chemistry, like wave motion at 
Big Wave Beach or electrical circuits in the 
lab at Dr. I). Vious' castle. There are twenty 
different science stops, and sooner or later 
you'll pass through them all. 

You move to the finish line by answering 
question* like "Which object makes 
electromagnetic waves?" or "In which level 
of air docs sound travel fastest?" For many 
questions you'll have to take measurements 
using the different instruments in the game's 
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Are you sure this 

is how Mr. Wizard 

got started? 



on-screen toolbox. You can use the scale for 
example, to weigh robots, the sound meter 
BO read the decibel level of a rock band, or 
the thermometer to take the temperature of 
Gunner Penguin. Other handy tools include 
a voltmeter, a tape measure, and a light 
meter, and most give readings in both 
Knglish and Metric units. There's also a 
"Detective Kye" feature you can use to 
check out the various objects at a location. 
The unique tools in Turbo Science help you 
interact with people, animals, objects, and 
the environment at every checkpoint. This 
interaction assures that you discover science, 
not just memorize facts. By seeing and 
comparing sizes, speeds, and scores ot other 
factors, you'll begin to understand basic 
concepts of physics and chemistry (e.g., 
mass, acids, momentum, atomic structure). 
You'll also quickly realize that science is 



based on critical thinking. You 
have to look around and think 
about what you see. It's an unusual way to 
teach science, and it's lots of tun. Sooner or 
later you'll come to a Turbo Science 
question that really stumps you. While you 
could jusr guess at an answer, it's hard to 
win the game just by guessing because there 
are stiff penalties if you're wrong. The smart 
thing to do if a question baffles you is ro 
take some time out for research. 
Many good things happen when you 
CLICK on the Research icon, dame time- 
stops, opposing teams stop, and a box pops 
up and tells you where to look in Quarky 
& Quaysoo's Turbo Science Research 
Guide for help. This radical looking little 
book packs scores of useful facts, 
definitions, and explanations into 145- 
pages of silly stories and outrageous 
cartoons. Use the Research Guide t<> find 
the answer you need. Use it to learn things 
you didn't know before. Use it, and you'll 
end up even smarter than you are now! 

If you answer a question correctly, money 
plunks into your game bank and Quarky 
and Quaysoo — your space-elf teammates 
— go nuts and flip around the screen. If 
your answer is wrong, you'll lose money 
from the bank and the Quarksters will 
encourage you to try again. 

You use name money to buy jet packs, 
anti-gravity boors, hang-gliders, and the 

other excellent modes of transportation 
you'll need to get from checkpoint to 
checkpoint. The taster the transportation, the 
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You'll tram shocking facts 
about electricity at Or. D. 
Vious' Castle. 



Turbo Science 
transportation 
includes jet packs, 
antigravity hoots, 
and hang-gliders. 




more it costs. To beat the best 
computer opponents, you'll have to answer a 
bunch of questions right and buy the fastest 
vehicles. Fortunately, you get to select your 
own difficulty level, taking in the 2,300 
questions and experiments at your own pace. 
Win enough races, and the program will 
enter your name in the game's Hall of Fame 
as World Turbo Science Champion. 

To become a World Turbo Science 
Champion, you have to do some serious 
learning. The design team consulted with 
award-winning | r i m IT teachers, experts in 
learning theory, and kids to create a game 
that would present the fascinating world of 
science as never before. 

Does it work? Can kids really learn 
physics and chemistry by playing Turbo 
S< MMcr? ITierc's clear evidence they can. As 
part of product develo- 
pment, the game's 
developers rested 
groups of 5th-, 6th-, 
7th-, and 8th-graders 
before and after they 
played Turbo Science. 
The results confirmed 
the game's effectiveness 
.is .in educational t(x>l: 

• Both kids with little 
previous science 
knowledge and kids 
with a lot of previous 
science knowledge 
significantly improved 

their awareness of science concepts and 
terminology by playing Turbo Science. 

• The tests showed a strong linkage 
between the number of hours playing 
Turbo Science and the improvement in test 
scores. After playing Turbo Science, 
students increased their average test scores 
by about 40% (the percentage of correct 
answers improved from about 57% to 
about 80%). 

• Although academic research shows that 
girls, in general, don't like physical science 
and chemistry as much as boys do, our tests 
demonstrate that girls "significantly increase 
their science knowledge" while playing 




After playing Turbo Science, students 

increase their average scores on 

special tests of basic physics and 

chemistry concepts by 40%. 



Turbo Science and have fun doing it. 
The game's designei, Jeff Tunnell, couldn't 
be happier. "Parents obviously don't want to 
waste money on software that is going to 
bore their kids and be hidden on a shelf in 
two or three days. Parents also want to avoid 
flashy products that hypnotize kids but teach 
nothing. In today's competitive world, 
parents can't risk wasting their child's 
precious learning time on second rate 
glitter." 

Quarky & Quaysoo's Turbo Science offers 
first rate glitter wrapped around solid science 
and proven learning principles. It clearly 
stretches kids' minds and teaches them the 
basic knowledge and vocabulary they'll need 
for future study. 

The game also increases computer literacy 
bv showing kids how to use their computers 
in a new way — as 
machines which can 
measure and collect 
data about people and 
objects in an "external" 
environment, increasing 
their computer literacy. 

As you've probably 
figured out by now, 
Quarky & Quaysoo's 
Turbo Science is a 
different kind of learn- 
ing experience. Aimed 
at the middle school 
crowd, ages nine 
through fourteen, it's an 
entertaining romp that integrates science and 
math in a fresh, engaging way. It's a patient 
teacher and a powerful entertainer, 
combining the technological sophistication of 
video games with competition to show the 
basics of physical science to kids. 

Jeff Tunnell and his design team wanted to 
create a fun "game" kids could learn from 
while playing, and they've succeeded beyond 
their wildest hopes. They've not only opened 
a window to lots of the neat stuff in the 
world, they've added one more really neat 
thing to it — Quarky & Quaysoo's Turbo 
Science. It 






Select colorful opponents like 
das Liquidators and the Cool 
City Maulers to match your 
mood or skill level. 
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The onscreen 
toolbox is 
filled with 
handy 
instruments 
to help you 
figure out 
answers. 





there's a yard full of fun to explore at 
Adi Jr.'s bouse. 
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( olorful, animated characters encourage your 
i hild'i progress. 




Adi Jr. mimics a robot gymnast to help kids 
learn pattern recognition skills. 



Parents are concerned as never before 
about their children's schooling. In our 
increasingly competitive world, we all want 
our children to have as good an education 
as possible. Now Coktel Vision has created 
a package of learning games called Adi Jr. 
you can use to help your children get a 
head start in school. 

Adi jr. turns your computer into the 
home teacher it was meant to be. Already 
among the best-selling learning software in 
Kurope, this two-volume set introduces 
reading and arithmetic fundamentals, 
develops logic and problem-solving skills, 
and helps children become comfortable 
with computers. This combination makes 
Adi jr. one of the most complete learning 
programs you can get for your prc-school 
or kindergarten scholar. 

Ideal for young learners 

Designed specifically for youngsters aged 
three through seven, Adi jr. presents 
information in ways that make it easy for 
early learners to remember. The animated 
main screen displays the exterior of Adi 
jr.'s house and is packed with fun. There's 
a ticklish turtle who zooms by in a jet pack, 
a garden where flowers tended by a robot 
gardener grow before your eyes, and 
mischievous birds who steal apples from a 
tree. There's a slot-car game that lets you 
design your own race track, an hilarious 
face-maker game, a set of drawing tools — 
twenty different activities altogether, 
creating an environment that engages and 
keeps your child's interest. 

However, these activities are more than 
just entertaining diversions to amuse your 



child. I Ju\ sharpen mental skills and teach 
useful knowledge. Selecting the clock on 
the front of Adi jr. s house, for example, 
triggers an introduction to telling time that 
also illustrates the unfolding of time. By 
moving the hands on the clock, your child 
can make the hours pass and chime, see day 
and night follow each other, and see images 
that show the different activities of the day. 
During this, the time is also shown on a 
digital clock. Other activities at Adi jr.'s 
house let your child practice short-term 
memory, hand-eye coordination, organ- 
ization, and mouse control. 

Adi jr. is the ideal program for a child's 
first encounter with computers. It features 
intuitive, point .ind click controls so any 
child who can move a mouse can use it. 
The mouse cursor appears as an open hand. 
When it's moved onto something kids can 
activate, it changes to a hand with a 
pointing finger. Touch the sun, and the 
scene changes from day to night. Touch a 
distant mountain, and it changes into ■ 
volcano that spits out numbers. Touch the 
rocket ship parked in Adi jr.'s yard, and it 
blasts off, circles in space, and returns. The 
objects are big targets and the activation 
areas generous, so kids don't have to have 
precise control. 

Teaches math and reading in one program 
When children click on the door to Adi Jr.'s 
house, they're given the opportunity to try 
either math or reading games. As in the 
main streen, they start individual gamec by 

clicking on various objects in the math or 
reading master screens. Each of the sixty 
games teaches one or two simple concepts. 
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This modular structure lets kids tackle 
learning in easily understood, bite-sized puces. 

lor example, there are fifteen letter- 
recognition and word-recognition games in 
Volume I 's reading area. Selecting the 
domino in the master reading screen starts 
a jigsaw puzzle game in which you have to 
reassemble pieces of words so they make 
sense. Selecting the giant monkey starts a 
game in which scrambled words must be 
put in proper sequence. 

Similarly, selecting objects in the main 
math screen starts games that teach 
counting, number recognition, number 
order, addition, subtraction, multiplication, 
and division. The games range from 
beginner puzzles like putting the house 
numbers for Adi Jr.'s neighborhood in 
order, to more challenging ones in which 
you have to keep running totals or make 
rudimentary calculations. In a typical game 
of this type, children are shown two boxes, 
each containing different items like fairies 
and wands, fish and fishbowls, or worms 
and apples. The boxes are labeled with 
either a number (e.g., 5) or a simple 
problem (e.g., 6+3). The object is to choose 
which represents the greater amount. If you 
answer correctly, you must pick the 
number that represents the difference. 

Sometimes reading and arithmetic 
reinforce each other as in the game where 
you match words and numbers. Other 
games help your child practice basic logic, 
organizing and grouping, and shape- and 
color-matching. There's enough variety and 
challenge to keep your child learning for a 
long, long time. 



Kids can learn at their own pace 

Children can play these games at any of 
three skill levels. At the simplest level of the 
paint-by-numbers game, for example, you 
must match the numbers written in the 
drawing to use the right color. At higher 
levels, the picture areas arc labeled with 
math problems you have to figure out to 
know which color to use (e.g., 1+7 = 8 so 
you'd use color "8" from the palette). 

Each game has special control icons in a 
row along the bottom of its screen. Using 
the icons, kids can restart games, select a 
skill level, get on-screen help, or quit with 
just a click of the mouse button. You'll find 
your children will need minimal 
supervision playing Adi Jr. as they quickly 
discover they're in control of the computer. 

Throughout play, Adi Jr. himself acts as 
a friendly, personal tutor. This warm 
cartoon character encourages your child to 
keep trying for correct answers, offers 
helpful hints, and celebrates your child's 
successes. Infinitely patient, he always uses 
positive reinforcement, never reprimanding 
for incorrect answers. He is the perfect 
home teacher. 

Kducators agree that vivid, pleasurable 
experiences are the easiest to remember. 
Child psychologists say children are likely 
to do their best learning before they get to 
school. Coktel Vision has applied these 
concepts to create a pleasant, supportive 
learning environment that can really help 
your children learn effectively. Adi Jr. is 
an effective way to help your children 
build a solid foundation for a successful 
academic future. V 




Kids use imagination and logic to complete 
on-screen stories. 




Selrct an object on the screen and begin any 
one of fifteen different math games. 




Kids explore an open story book to learn 
basic reading skills in Volume I of Adi Jr. 
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Roberta Williams was already 
famous as the leading designer of 
animated adventure games when 
she turned her hand to producing an educa- 
tional game for children. The result of her 
efforts was a charming and beautiful adven- 
ture for young minds. In Mixed-Up Mother 
Goose, children are magically transported to 
the land of Mother Goose and her rhymes. 
There they must help Mother Ckxisc restore 
her rhymes by retrieving and returning vari- 
ous lost items to their rightful owner. 
Children are rewarded for their efforts with 
animated enactments of each rhyme 0O0C 
the rhyme is restored. 

The original Mother Goose was an 
instant classic, but over the years technolo- 
gy moved on. The low resolution graphics 
of the original began to look dated, and the 
PC speaker couldn't do the kind of music 
that Roberta knew Sierra was capable of. 
diven the continued popularity of the 
game, it was only natural that Mother 
Goose be upgraded. 

Today there are two versions of this clas- 
sic children's game. If you are fortunate 
enough to own a CD-ROM, you can play 
the multi-media version of Mother Goose. 
This version features 256-color VGA graph- 
ics, a full MIDI soundtrack, and digitized 
voices for all of the text and rhymes in the 
game in English, French, German, Spanish 
and Japanese. Mixed-Up Mother Goose 
CD-ROM has been recognized as an out- 
standing game and has received awards 
from the Software Publishers Association 
(Best Early Education Product) and 
Parenting magazine (Best Children's 
Software for Pre- Schoolers). 
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Mixed-Up Mother Goose was selected by the 
Software Publisher's Association as the Best 
Early Childhood Education Program of 1990. 



The second version ot Mother Goose is 
available on floppy disk. This version has 
the same outstanding graphics and sound- 
track as the CD-ROM version. And while 
floppy disks cannot hold all of the digitized 
text of the CD-ROM version. Sierra's pro- 
grammers were able to squeeze digitized 
recordings of all eighteen rhymes onto the 
disks. The result is a great multi-media 
experience. 

In both versions of Mixed-Up Mother 
Goose children can choose the character 
they will play as in the game. There are sev- 
eral characters to pick from representing a 
variety of ethnic groups. Play has been 
enhanced in several ways that make it more 
appropriate than ever for young players. 
The game's interface is completely mouse- 
driven. The keyboard is not required at any 
point in the game. The various actions that 
can be performed are depicted with large 
pictorial buttons that are on the screen at all 
times making it easy for even very young 
children to play. 

Sierra's standard game interface has been 
refined and streamlined. There are only two 
basic actions for children to choose from: 
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walking and talking. To walk, children sim- 
ply point and click where they want to go. 
The game then BgUfM out how to navigate 

around obstacles to reach that point. To talk 
to any character, children click the mouth 
on the character. The game also has a map 
that shows where all the main characters are 
and which rhymes have already been solved 
so children won't get lost. Mother Goose 
even features an auto-save function so that 
children can quit at any time without having 
to stan over or figure out how to type a save 
game name. 

At the end of the game, children are 
rewarded with a gala celebration featuring 
all the characters they've met in their travels. 
But the fun isn't over! Mother Goose is 
completely replayable. Each game is differ- 
ent with the items from each rhyme placed 
in different locations for each new game. 
Children, particularly young children, love 
playing Mother Goose again and again. 

Mother G(x>se introduces children to the 
fun of the classic Mother ( ioosc rhymes and 
stories. The CD-ROM version is playable 
for all children, even pre-readers, since the 
text is completely digitized. The floppy disk 
version is best suited for early readers, 
though it can be played by pre-readers if an 
adult plays along to assist with the text. 
Both versions are beautiful games that have 
fascinated children for years. Sierra recom- 
mends that parents play this and all of our 
educational products with their children. 

This will ensure that children net MUtsd on 

the right track, and lets parents share in the 
fun. The joy and feeling of accomplishment 
that children experience when ihey y>lve" 
a rhyme is not to be missed, y^ 




Kids can put together Mother loose's most 
famous nursery rhymes, now with digitized 
sound and colorful animation. 
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Even Ben Franklin is uncertain whether it's 1764 or 1%7? 
Travel back in time with Pepper Pumpernickel and her dog 
Lockjaw, to see if you can set history straight. Players learn 
American history through the life and inventions of Ben 
Franklin. It's filled with historical puzzles and whimsical 
humor. There's even a special icon for Lockjaw so you can 
sniff out clues, and bite intruders. History has never been this 
twisted, or this fun! 



Since we don't all think like dogs, here 
arc some important hints on how to act 
like a dog: 

When l-ockjaw is in Ima's Boudoir 

1. Wake up and get kissed by Ima. It can be 
an unpleasant experience. 

2. Use your teeth on the doggie bone and 
pick it up. Ckt up on the bed and hide the 
doggie bone. 

3. Use your teeth on the water dish and get 
a drink. 

4. Now get sniffing, and go over to the 
dresser and smell the petit fours (small 
cakes). 



5. Use Lockjaw's teeth on the dresser and 
chew a hole in it. The petit fours and the 
room key fall out. 

6. Bite each of the petit fours and pick up 
the Room Key. 

7. Take the Room Key and hide it in 
Lockjaw's doggie bed. 

Suddenly the butler comes in and tries to 
give Lockjaw a bath! 

There are several ways to get rid of 
the butler. 

1. Use I.ock jaw's teeth to scare him away. 

2. Use I.ockjaw's paw to knock him over. 



3. Use I.ockjaw's fleas to drive him away. 
The butler will spin the trick bookshelf and 
go away. 

4. Now use l-ockjaw's teeth on the Cuckoo 
( lock to open the secret door, walk in. 

$. With l-ockjaw's teeth bite the shroud to 
reveal the doggie shrine. 

h. Sniff the rat hole with IxKkjaw's nose. 
Enlarge the opening using his teeth, then 
walk through it and into the secret passage. 

7. At the end of the secret passage is a fire- 
place, look at the fire and spy on Percy and 
the General. 




It's not always a dog's life when you play as the 
character of Lockjaw. Ima's affection can be a hard 
bone to take. But you'll sniff out the answer. 



Sr< net tunnels and passageways lead to where only 
a dog can go. It's a special game experience when 
you can sniff, bite and hide objects. 



There are plenty advantages to being a dog, you 
can spy on conspirators and listen in on their plans. 
If something doesn't smell right, bite it! 



Game 

hints are 

available 

by: 



SIERRA 
BULLETIN 
BOARD SERVICE 

209-683-4463 



HINT BOOKS 

through Sierra 
Sales Department 

800-326-6654 



..Or call Hw M l 

AUTOMATED 
HINT LINE 
900-370-5583 
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18 muA get thew parent'! permtwon before calling the hmt 
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tomer support lines At thrs time, the automated runt system 
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copyrtghted by S*erra On-line and may not be reproduced in 
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Oooops, Dr. Brain forgot to tell you that the island is booby- 
trapped, and it will take some real original thinking to make 
it through. This brain-entertaining game will test your knowl- 
edge of science, math, and language, plus there are logic chal- 
lenges and puzzles. Variable difficulty settings make the game 
accessible to ages 12 and up, while a random puzzle feature 
means you can play the game over and over without running 
into the same challenges. 



You can think of The Island of Dr. Brain 
as a conglomeration of quizzes, puzzles, 
brain-teasers and syllogistic situations. One 
of the toughest puzzles is the Tower of 
Hanoi. With a little bit of algebra and some 
basic knowledge about the binary number 
system you can easily solve the Tower of 
I lanoi puzzle. 

In this solution you will discover not only 
the minimum number of moves you need to 
make to solve the puzzle, you will also dis- 
cover which disks to move, and where to 
move them. You will be given a mathemati- 
cal formula that will apply to any Tower of 
Hanoi puzzle no matter how complicated 
or elaborate it might be. 

Follow these simple steps to solve the 
Tower of Hanoi- 

1. Number the disks from 1 to 3, the small- 
est disk being 1 and the largest disk being 3. 

2. ( Calculate the number of moves needed to 
solve the puzzle using this simple algebraic 
formula: 

2n - 1 + number of moves 

n = number of disks in the puzzle 

For a rower puzzle with three disks, you 
will need to make a minimum of 7 moves. 

3. Make a table listing the moves. Show the 
move number in base 10 (the number we 
use) and base 2 (the binary system used by 



mathematicians and computer program- 
mers). The digits of the binary numbers 
should be shown in columns. Label the first 
column from the right 'disk l", the second 
column from the right 'disk 2', and the 
third column from the right 'disk 3'. 



Solution for Tower of Hanoi Puzzle 


with 3 Disks 
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the left. The first column in which a T is 
encountered is the disk number that is to he 
moved. For example: in move la'l'is 
encountered in the 'disk l* column. So, the 
disk to be moved in your first move is disk 1. 

Q. How do you know where to place the 
disk in each move? 

A. Read the binary number chart from right 
to left. If there are no digits to the left of the 
first 1* encountered, then place the disk on 
any empty tower. If there are an odd num- 
ber of zeros (0, 000, 00000) then put the 
disk on any empty tower. 

For example: In move 1, there arc no 
digits encountered as you continue to read 
the binary number from right to left 
beyond the first '1 '. So, move disk 1 to any 
empty tower. 



NOTE: For a tower problem with 3 disks, 
the binary numbers will take up three 
columns, for a tower problem with 4 disks, 
there will be 4 columns, and so on. 

4. Complete the table using information 
'hidden' in the binary numbers. 

Q. How do you know which disk to move 
in each move? 

A. Read the binary number from the right to tion to solve it. 




The Tower of Hanoi puzzle might seem baffling, 
even impossible but there is a mathematical <•</«. i 
soltv it. 



24 HOUr dUtOnldt&d Hint LlH6 900-370-5583 required to°u*~te 4^iceTallere*urX U the age'oMS mCrt get° their 
^ parent's permission before calling the hint line. 
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^^■i M^B W ^ Valuable Coupon ^ W ^BM ■■■ 

StretdiVbur Mind 
And Get $10 

We ; ll send you $ 10.00 just for trying The Incredible 
Machine 'and the Sierra Discovery ~ Series 



Kids learn best when learning is fun. That's why we 
created the Sierra Discovery Series — learning software 
that helps kids, from toddlers to teenagers, with math, 
history, science, and reading. Featuring tides like Quarley 
d.' (luaysoo's Turbo Science, The Lost Secret of the Rainforest, 
and Pepper's Adventures in Time, these nine programs devel- 
op logic and problem solving skills, stimulate curiosity, 
and help make children comfortable with computers. 

The Incredible Machine is a mind-tickling cross 
between a puzzle-solving computer erector set and a 
Rube Goldberg drawing come to life. Using such items as 
hamster-powered motors, errant bowling balls, gears and 



pulleys, and explosives, your goal is to construct 
machines which accomplish tasks like freeing a cat from 
a cage or exercising mice or bursting balloons. Some solu- 
tions are disarmingly straightforward, others are so devi- 
ous you can't help but groan aloud when you finally solve 
them. 

For a limited time, well send you $ 1 0.00 for treat- 
ing yourself to any Sierra Discovery Series program 
and The Incredible Machine, just fill out the coupon 
below and send it and a copy of your purchase receipt 
to us. Well send you a check Don't miss this terrific 
opportunity to build your brain, have fun, and get $10. 




LJ YES! Send me a check for $10.00. Here's my coupon and my original sales receipt(s) for a 
Sierra Discovery Series program and The Incredible Machine. 



NAME 



ADDRESS 



CITY, STATE, ZIP 



DAYTIME PHONE 



TERK/ 
notva 
copy< 



TERMS & CONDITIONS: 1. This offer is valid only for games purchased between February 15, 1993, and September 30, 1993. 2. This offer 
valid with any other coupons or promotions. 3. One rebate per household. 4. This offer expires October 10, 1993. 5. Mail this coupon and a 
of your sates receipt(s) as proof of purchase to: SDS/TIM Rebate Offer. Sierra On-Line, P.O. Box 485, Coarsegold. CA 93644. 






By Vince Ceraci 

YOU'VE GOT A FRIEND...SIERRAS 
CUSTOMER SERVICE 

When Sierra On-I.inc designs a game, they 
keep one thing in mind, FUN. But when Sierra 
sells a game, they know CUSTOMER SER- 
Vl( .E is their #1 priority. It's simple, if you're 
having a problem getting a game to run prop- 
erly, you're not having fun. So, every Sierra 
game is protected by a squadron of highly 
trained representatives whose mission is to ter- 
minate your problems fast. They protect your 
inalienable computer entertainment rights of 
fun, freedom from hassle and the pursuit of 
adventure. 

For more than a year, Sierra On-I.inc has 
had toll free call-in Customer Service at (800)- 
743-7725. You get your problems solved on 
the spot and it doesn't cost you a dime. 
Sierra's qualified and friendly staff provide! 
excellent assistance on any questions you may 
have regarding: 

• Direct purchases 

• Return and replacement policies 

• Shipping status of orders 

• Answering general game questions 

• Sales promotions 

• Sierra On-I.ine company policies 

Sorry to say, Sierra's staff can't tell you how 
to stop a leaky faucet, but you might get a 
good recipe for pizza if you talk to the right 
person. Sierra's Customer Service will do jusr 
about anything to get your game installed and 
running on your hard drive so you can get 
playing as quickly as possible. 

HOWTO CET IN TOUCH WITH 
SIERRAS CUSTOMER SERVICE 

PSSSST. TELL EM KEN SENT YA 

Sierra's Customer Service representatives are 
available Monday through Friday from 
8:1 5am to 4:45pm P.S.T. If you need assis- 
tance before or after regular business hours, 
you can find a fountain of information via 
Sierra's automated Customer Service phone 
line. Sure, you won't be talking to the 'real 
McCoy' but the automated system provides 
fast to-the-point answers to customers' most 
frequently asked questions. 

Get into this: If you're like me this may 
have happened to you. You've gone around 
tor weeks telling your family and friends how 
badly you want a certain Sierra game. Next 
thing you know it's your birthday and you 
wind up with two or three of the same game. 
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Or, you get a game as a gift and it's not com- 
patible with your computer. You might even 
be the unlucky recipient of a game that was 
damaged in transport. No problem. This is 
lust one more reason why Sierra's Customer 
Service is so great. You'll get a fast and quick 
response from Sierra's Customer Service and 
your problems will be solved. Just call, toll- 
free I-800-SIFRRA5 (1-800-743-7725). 

OOOPS! CAN I CET A REFUND OR 
EXCHANGE A GAME 

Getting refunds for anything can be a real 
headache. At Sierra refunds and exchanges are 
a breeze. Plus, the representatives are so 
friendly and some of them are really funny, by 
the time you get a solution you'll feel like you 
never had a problem. If for any reason you 
want a refund or exchange of your Sicrr.i 
game, this is all you'll need to do: 

1. If you have purchased your game direct 
from Sierra within the last 30 days, then 
please fill out the "Return and Exchange 
Information" sheet on the back side of the 
pink packing slip and send the entire game 
to Sierra. 

2. If you purchased your game from a 
Rl I All store, you can get | refund when 
you send the entire game to Sierra with a 
short explanation of your problem (this 
helps us improve our service) and your sales 
receipt. 

3. If you wish to use the credit of your pur- 
chase price toward another product send in: 
A. The game, documentation and box; B. 
1'roof of purchase price; C. A check, money 
order or charge card number for any differ- 
ence between the purchase price of the 
game you are returning and the new game 
you have chosen. The address is: Sierra On- 
I inc. Inc., P.O. Box 600 Coarsegold, CA 
93614-0600, ATTENTION: Customer 
Service 

OUCH! YOU NEEDTO REPLACE YOUR 
DISKS OR GAME DOCUMENTATION 

Relax. Sierra knows accidents happen. Sure 
you can tell them your dog ate the disks (Is he 
still alive?), or that your 2 year-old thought 
they were Embed (Nice catch!). No matter. In 
the event that any of your game disks are 
damaged. Sierra will gladly replace your disks, 
FREE for the first 90 days of game ownership. 
After 90 days there is a $10.00 handling fee 
for replacement. So, install your game as soon 
.is possible after you receive it and check to see 
that the disks are undamaged. Make sure you 
send in your warranty registration card. Game 
registration assures you faster service and a 



FREE subscription (4 issues) to Inter Act ion 
Magazine (U.S. &C Canada only). 

Mail in the game 'Disk #1' to Sierra On- 
I.ine in a letter-size envelope (if you're sending 
a 5.25" disk #1, cut it in half), send in n copy 
of your sales receipt dated within 90 days. 
Also, include a note detailing your computer 
hardware and the problem you're having. 
Include your name, address, and daytime tele- 
phone number. BE SURE to specify which 
size disk you want in return (it both size disks 
were included in the package, you will receive 
the same size replacement set as the 'Disk #1' 
that you returned). 

If for some reason your game documenta- 
tion is lost or destroyed, it can easily be fixed. 
Send Sierra your game 'Disk #1' (cut 5.25" 
disks in half to fit the envelope), include $5 or 
$10 (some games have documentation that 
read like books and require higher prices). (2all 
Sierra's Customer Service first (They like to 
talk). Sierra will send you new documentation 
for your game and your original 'Disk #1'. Or, 
mail to: Sierra On-I.ine Inc., P.O. Box 485, 
Coarsegold, CA 93614, ATTN: Returns 

YOUR FLOPPY DISK GAMES SPARKLE 
ON CDS 

Anyway, if you've followed the latest trend 
of upgrading your PC with a CD-ROM drive, 
you'll be needing CD upgrades of your 
favorite Sierra games. Sierra On-I.ine offers a 
disk to CD exchange service that is cheap and 
easy. Call first to see if the game you want is 
available. 

HERESTHE SCOOP ABOUT THE SIERRA 
GAME/SPRINT SERVICE OFFER 

How do I get my first FREE Sierra game? 

When you make your first Sprint long distance 
call, you'll receive a certificate for a FREE 
Surra game. 

How do I get my second FREE Sierra 
game? After using Sprint for 6 months, and 
spending at least $20 each month in any ? of 

those 6 months yon will receive ■ second cer- 
tificate for another free Sierra game. Any other 
questions regarding your Sierra/Sprint offer, 
such as eligibility, order status, shipping status 
and game avail- 
ability can be 
answered by 
calling Sierra's 
Customer 
Service at: 

1-800 
SIERRA5 

(1-800-743-7725) 
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IF YOU NEED 
A HELPING HA 




Creating a computer game is a compli- 
cated process. There are so many types of 
computers with many different configura- 
tions, it's nearly impossible to include com- 
patibility files for every computer system 
(especially those- customized computers). 
But, there arc ingenious ways to fix your 
problems. 

Sierra creates specially programmed files, 
called "Patches". These are usually a cou- 
ple of files for a game or hardware fix that 
are easily copied into the game's directory. 
And, once installed, the next time you play 
the game, your problem will be solved. 

When you call Sierra's Technical Support 
(209-683-8989), you are given the option 
to press a number (from a touch tone 
phone) that will take you into a sophisti- 
cated Automated Help Service. When yt>u 
request "Patch Disks", there is no charge. 
And, if you have a modem you can dial 
into the Sierra BBS at (209) 683-446? and 
download them from the Library of Files. 
There are complete instructions on the 
Sierra BBS to help you. 

PATCHES, I'M DEPENDING ON YA... 

Here Are Just a Few of The Patches 

FBPATCH.EXE-Updatcs Front l'a K e 
Sports: hiotball by Dynamix to version 
1.2. It contains new features and game 
improvements. 

QGIPATCH.EXE-Fixcs the slowdown 
problem in Quest for (ilory I (the icon- 
based version). 

AIOPATCH.EXE-Comcts joystick con- 
trol in A-10: Tank Killer v. 1.5 on faster 

386 and 486 computers. 

RBVGA3.EXE or RBVGA5.EXE- 

CorrecO joystick control in Red Baron 
on faster 386 and 486 computers. 

ACEPATCH.EXE-Updates any version 
of Aces of the Pacific to version 1.2 

For The Best Sound Around Use These 
General MIDI Patches: 

GEND110.EXE-DI 10 General MIDI 
Driver. 

GENMIDI.EXE-General MIDI Drivers 
GS MIDI Roland S( . 

GENPROl.EXE-Gcneral MIDI Driver 
for Proteus 1 synthesizer. 

GSMT32.COM-Enahlcs an MT-32 to 
emulate a General MIDI synthesi/cr. 
Help is just a push button away 24 hours 
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a day. If you use the automated system and 
discover you need a "Patch Disk," you can 
leave a message along with your address 
and a "Patch Disk" with instructions will 
be sent to you. This Help system covers 
computer lockups, sound card-related 
problems, memory issues, and many others 
for Sierra's disk-based and CD-ROM 
games. 

HEY, NO PROBLEM 

Common Technical Questions 
Answered By Sierra's technical Service 

Tech Tip involving the screen message 
"INIT 408" in Football. 

PROBLEM: If you get this message 
when you play the front Page Sports: 
hiotball simulation, the problem is most 
likely that you did not have enough hard 
drive space. 

SOLUTION: This usually happens to 
users with Stacker, SuperStor, or a simi- 
lar file compression program. To solve it 
you will have to free up 22MB of hard 
drive space. 

Tech Tip that solves 'sound-ware' 
problems 

PROBLEM: If a message comes up when 
you try to start a game that says "Unable 
to initialize your music/audio hardware". 
SOLUTION: You may want to check 
and be sure that there are no conflicts 
between the settings on your sound card 
and another device on your system. If 
you arc running on a fast 386 or 486 
computer, you may need either a new 
sound driver (available from Sierra On- 
Line or the Sierra BBS), or simply re-run 
the INSTALL program in the game's 
directory and change the Music selection 
to Ad lib. 




FLYING BY THE 

SEAT OF MY 

PANTS 

By "Hot Doug" Johnson 

I get the most en joyme nt from a flight 
simulation game when I use a joystick. 
It feels more realistic and gives you 
more control when you're flying a plane 
in a flight simulator. I used to play 
Battle of Britain 1940 using a mouse, 
but after getting a joystick, I can't imag- 
ine how I ever managed to do so. The 
joystick is a more intuitive flight device 
than either the mouse or the keyboard. I 
grew up glued to the screen of air com- 
bat movies, and I imagined myself right 

in the cockpit when I iuiO WWII .1 ■ i 
combat books. Vow th.it I m.ikc my liv 
ing playing flight simulators and helping 
others learn to fly and fight, I want to 
share some of my inside tips with my fel- 
low aces. 

STRAPPED IN FOR BATTLE 

Since I am right handed, I used to hold 
the joystick with my left hand and fly 
with my right hand. Controlling the 
joystick in this way for long periods of 
time resulted in serious hand cramps. 
But I had to hold the joystick steady 
somehow because the thing would 
jump around the table due to the exces- 
sive body cnglish 1 apply when "getting 
into the dogfight." Plus, the A, 
I he Padfic game really requires the use 
of rudder to effectively fight and it is 
difficult to use keyboard rudder control 
when both hands are occupied holding 
the joystick in place. I had to find some 
way of securing the joystick with some- 
thing other than my left hand. The 
other problem was that if I bolted the 
joystick to the table, I would have to 
keep fastening and removing the joy- 
stick depending on which game I 
played. 

CENIUS INVENTOR 

Then it hit me. I could mount the joy- 
Kick on my leg! I remembered that 1 
had a couple of feet of 2" Velcro. So, 1 
cut about a 1 foot strip of both male 
and female Velcro, opened the bottom 
"clamshell" of the joystick and wedged 
the Velcro into the space, then I secured 
the case back on and I was jamming'. 
Now, no matter which angle I sit in my 
chair, the joystick is comfortably within 
reach, and directly in front of me. My 
left hand is free to apply rudder, make 
throttle changes, and change views. 
Docs ir work'- Ir works for me and 
believe mc, my Aces of the Pacific and 
Red Baron scores prove it. I usually beat 
my opponents by a leg. Try it. 
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There are four 

different types 

of Face Maker 

programs on 

The Sierra 

Network 




Surr.il ami lets you be a 
kid again and it's fun tn 
create an adolescent-type 
persona of yourself. 



hi Medieval ami you tan In- 
human or non-human 
characters like a gremlin, a 
barbarian, a ranger, a 
dwarf, a troll, or a wizard. 




In I .irr> I .in,l you can 
Income a cool dude or 
dudette, a true lounge 
lizard, or a friendly 4 joe'. 




Quick Change Artist 



Confessions of a Multi-Persona TSN Player 



by Vince Geraci 




In /ta Club House, you 

• .01 really get , Aim- I,, your 

true appearance, interest 
and game skill levels. 



The house was dark except for the glow of my 
computer monitor as I wearily finished my day's work. I 
was about to shut down my computer, when I thought, 
"I need something to cheer me up." So I fired up The 
Sierra Network, and entered ImagiNatum. 

The first thing I had to do was create my 'persona'. 
The Sierra Network has a really cool feature called 
FackMakkr. It has such a wide variety of facial features, I 
created an amazingly accurate picture of what I look like. 
Admittedly, I boosted my self-image a bit. I created .1 
handsome, well-rounded game player and man of the 
world. I l(K>ked very CQ. (F-ditor's note: Not! Author's 
note: Did!). 

THEATER OF THE MIND 

While I was hanging out in the Club House in the Card 
Yard Waiting Room on TSN, I noticed a new arrival 
with the name of "Picard." Next thing I knew, someone 
eke showed up using the name "Riker." I left the Waiting 
Room, went back to the FackMakkr screen and created, 
"Data", my favorite Star Trek character. 

As soon as I got back to the Waiting Room as 
Commander Data, a crew member on the TSN 
'Enterprise' I yelled, "Captain! The Romulans are 
powering up their phasers. We're under attack!" I (Data) 
suggested to Riker that we go to red alert. Captain Picard 
ordered Worf to load photon torpedo bays. And it went 
on and on. ..it was a blast! 

While we were pretending to play Star Trek with each 
other, I was involved in a game of Hearts with a group or 
other TSN folks. What action! I was typing like a maniac 
and my mouse was scurrying about the pad as if it was 
being chased by a cat! 

THREE WEEKS LATER... 

Over of the next three weeks, I turned into a 
masquerading maniac with a menagerie of character 
personas. I was a sensitive, bespectacled, and bearded 
older man named Leo. An instant later, I was Stella, a 
rich chick from Dallas with an attitude. 

I found that it was easier to get invited to play different 
games when I took on different personas. As ( n>rgon I 
could play in MedievaLand all night, but as Sheb.i, 11 
t(H)k a long tune to get anyone to let me join a quest. No 
one wanted to play Chess with Linda, but it was easy to 
get an opponent as Vladimir. I would transform myself 
into a sporty woman to play Miniature Coif, or I'd be a 
jock and play Paintliall. I even went on-line as a yuppie 
who needed to relax with a game of Backgammon. 

And then there was iMrryljind... 

THE JUGGLING GENDER-BENDER 

( )ne Friday night I logged on to i he Sierra Network to 
play Poker in iMrryl^nd and it seemed like everyone was 
involved with someone else. On a whim, I went back to 
the FackMakkr and recreated myself as a woman. 
Building this female persona on TSN was fun in itself. 
I he LarryLand FackMakkr allows you to be very 
specific. Criteria: long blonde hair, slim, buxom, full lips, 
perky nose, sophisticated jewelry accessories and good 



taste in fashion. She should be smart but funny, and 
clever but vulnerable (ok, burn me at the stake for being 
a male chauvinist pig). 

Whoa! My monitor lit up like a Christmas tree. Now I 
had no trouble finding a Friday night Poker game. I'll 
give it to you straight, some of the guv:,' idea, for a bet 
had nothing to do with money, \arry\xmd is for adults 
only. The conversation and games can be racy. If you 
take offense to bawdy language, sexual remarks or 
suggestive innuendoes, / .arrylMnd may not be for you. 

A couple of guys asked me if I'd like to hang out with 
them in Lefty's Bar. I had never ken in Lefty's, even as a 
man, but I had heard that there were some fun games to 
play there like, Liar's Poker (you play it with the serial 
numbers from [.arry Bucks), \xirry Libs (this is a fun, silly 
game where everyone contributes to one topic), and 
Veracity (like Truth or Dare). 

We all met up in Lefty's and this guy, Jack, who was 
being a real gentleman politely asked me if he could give 
me kiss, (remember, I'm on TSN as a woman). I politely- 
turned him down. Then, the other guy started 
complimenting me on how attractive my persona was. I 
began feeling like I was in the wrong place as the wrong 
sex. When they asked me to play truth or dare (Veracity), 
I knew that was my cue to get out of there. I quickly 
returned to the Waiting Room. 

As 1 was recreating my male persona, it occurred to me 
that the anonymity of being a made up character on TSN 
allows people to be bolder, tougher, sexier, and 
FRIENDLIER. It was kind of funny that [ had been on 
the receiving side of a I-cisure Suit Lirry pick-up. Boy, 
did I ever find out how embarrassing it is for women 
when they meet up with guys like leisure Suit I.arry. But 
that's why it's called \jrrylxind, it's just a game, and it's 
really fun to play both sides of a bar stool. 

Most of TSN is protected by a COMPLAIN feature that 
keeps truly rude people away. And, no matter where you 
are on the network you can always click on the PRIVACY 
or MUTF. mode to lock out all outside communication. 

LET YOUR FINGERS DO THE TALKING 

Masquerading on TSN' is exciting fun. I found out 
about all kinds of social relationships in my roles as Leo, 
Stella, Ciorgon, Sheba, Linda, and Vladimir. Now I have 
TSN friends coast to coast. We send each other e-mail 
letters, and leave messages to each other on the bulletin 
boards. I've been to TSN parties. I've gone on TSN 
outings to places like Disneyland, and I even went on a 
campout in Yosemite National Park. When you come 
right down to it, a person's real personality is truly the 
most important factor when it comes to making friends. 

Dig this. No matter what part of the country my friends 
live in, I can talk (type) to them or send them letters 
without the cost of long distance phone bills. When I log- 
on to 1SN, I connect to a Telenet phone system right in 
my home town, so I only pay tor a local call. It's a great 
way to keep in touch with long distance friends. 
The Sierra Network has really made the world a smaller 
and friendlier place. I |ust never knew it could be this fun. 
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QUEST WITH REAL PEOPLE 
IN REAL TIME IN AN 
EPIC THAT'S AS REAL 

AS A EANTASY CAN GET! 
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Create your face and personality, 
modifying your skills, atirihuta. ami 
character class. Then head out... 



Ma 



?3 



t Mtta mo (HMD ! 



H0H 



...And. "tea adventurers from all over 
the country. I orm parties and battle 
monsters with might and niaaic. 
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Save your stats and inventory at the 
end of each session. Your character 
grows even- time you pluy. 



Host a Fantasy Role-Playing 
Convention in your Computer. 

Welcome to the dungeons of 
Shadotv of Yscrbius. the new nrulii- 
player fantasy role-pteying epic on 
The Sierra Network. 

Join teal people in real time as 
you search tor the secrets of a 
kingdom, huried by an ancient 

Olrse. I.vcryone you meet, friend or 
foe. could he a real-live person. 

An Epic Too Big for One Player. 

Meet thousands of other 
adventurers and form parties of up 
to four. Team up with a Wizard 
from Wisconsin, a Knit*ht from 
New Jersey, or a Cleric from 
Colorado. Talk to lives. Trolls. 
Ores, Dwarfs. Gnomes, and even a 
few humans from all over America. 



all itching to lake on the dangers 
thai wait in the dark corners of 
these dungeons. 



At 57c an hour', 

Shadow oJYsabius 
lets you play with 
adventurers from 
all over, all night, 
every night! 

(And all weekend, too!) 



High-Risk Quest, No-Risk Offer. 

If you're 18 or older and ha\e a 
I'C and a modem, you can try 
Shadow of Yserb ins FREE! Access 
to IS\ is a local phone call from 
most of the continental I s. (all 
today for a free trial membership 
kit and get started on the greatest 
adventure Of all. 



Try it FREE! Call: 

1-800-SIERRA-1 
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Yser bius Survival Lore 

Inside Tips for InrerflcNon Reader^ 
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MedievaLand is a detailed, interactive 
world on The Sierra Network in which you 
and other adventurers attempt to penetrate 
the mysteries of Yserbius, an enchanted 
volcano riddled with uncharted dungeons. 
Unlike solitaire computer games, the 
barbarians, wizards, and other fantastic 
creatures you meet in Yserbius could be 
either computer-generated characters or 
real people — TSN subscribers like yourself, 
playing on-line from around the country. 
To get you started on the right foot, here 
are some hints gathered from several 
veteran Yserbius adventurers. 

It was a busy night at the Twinion Tavern. 
As I clicked through the colorful adventurers 
listed on the board, the battle-scarred 
Innkeeper tending bar gave me a grin of 
welcome: 

"Greetings, newbie! Need some help?" 
"You bet," 1 typed back. "I'm brand new 
to Yserbius and haven't a clue what I should 
be doing." 

"Don't worry," the Innkeeper replied. "We 
were all beginners once. What would you like 
to know?" 

I began typing furiously: "How come my 
potions keep disappearing? What's a Carnivore 
Medallion good for? What's the best armor? 
Where can I find the Thieves Key? Is it better to 
have a Harmony or Chaos alignment...?" 

As I ran out of typing room on my screen, 
the Innkeeper interjected a message. "Hold 
on!" he typed. "Let's begin at the beginning..." 

The Innkeeper's Advice 

In Yserbius, the Innkeeper said, your best 
survival tool is knowledge. While you can pick 
up a lot of information on-screen (by clicking on 
items with the right mouse button), the first 
thing you should do is print out a copy of the 
game's documentation. It describes the skills, 
spells, races, and guilds and explains basic game 
mechanics, like how to communicate with other 
players, how to have combat, and what to do the 
first time you enter the dungeon (e.g., pick up 
your weapons and put on your clothes, dummy). 
To print a copy, go to the TSN Town Hall, select 
"Print Documentation," then select "Print TSN 
Manual," then select "Yserfows.doc." 
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The messages other adventurers post in the 
taverns are another good source of 
information. You can get some very specific- 
tips here, like "Voranti's Key is in Dragon 
Overlook (jump into pit at four north and five 
west from SW corner of Level 6 map)" or 
"Seek the blue metal in the Castle Gate 
Bazaar." It's a good idea to check the taverns 
in each node every so often for new posts. 

And don't be afraid to ask other adventurers 
for help. You'll quickly find Yserbius is one 
place it pays to talk to strangers. There are 
official YSHelpers from TSN in the Beginners I 
and Beginners II nodes to help newbies get 
started. Elsewhere, there are plenty of folks. 
like us Innkeepers, who are happy to share 
information or give advice. Personally, my 
advice is to pay attention to how you build 
your Yserbius character. 
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Teamwork will be your key to success in 
Yserbius. For best results, include several 
different races and guilds in your party. 

A Role By Any Other Name 

The choices you make when you first build 
your character, the Innkeeper continued, will 
affect your adventure from start to finish. 

The first thing you should do is dump the 
default name the TSN program supplies and 
give yourself a unique monicker. A dungeon full 
of I.eahs and Grunts can cause frustrating 
communications problems. Since only the first 
four letters appear on the parry-member icons 
in the dungeon, a nice touch is to make sure the 
first four letters of your character's name make 
sense as a nickname. 

Your choice of guild and race determines the 
skills and spells you'll start with and in what 
sequence you'll get new ones. However, with 
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the exception of barbarians, who never get the 
( .oiurol spell, eventually vou'll acquire all skills 
and spells regardless of your guild or race. 
Some folks think human characters are the 
easiest to play because they're the most 
balanced, but you should consider how some 
races and guilds complement each other when 
you make your selections (e.g., elf wizards and 
troll barbarians). 

The effects of sex and alignment arc a little 
more subtle. Sex simply limits your character's 
appearance. It has no bearing on play except 
for how other players relate to you. Similarly, 
there is no advantage to either chaos or 
harmony alignment — although if you enter 
places that are not of your alignment after 
being warned not to, your attributes will drop 
as punishment. 

The key to character buffness is efficient 
attribute point allocation. It's wise to build 
initiative first, because at lower levels the only 
way to survive some battles is to be the first 
one to get the boot in. After you gain a couple 
experience levels and find your attribute stats 
can't be raised anymore, you should go looking 
for the stat-improving fountains scattered 
around the dungeon, like the Fountain of 
Initiative on the fin) floor of the Labyrinth. 
These fountains exist to reinstate the points 
you can lose if you go where your alignment 
isn't welcome. However, if you avoid losing 
points and visit the fountains after you're 
maxed out, you should gain extra points. 

Keep in mind you don't have to spend 
points as soon as you get them. You can hold 
off until you acquire skills or spells you really 
want to pump up. While you normally gain 
skills and spells as you advance in level, you 
can also pick up some skills simply by visiting 
certain parts of the dungeon. You can find 
Detect, Pick Lock, and Pickpocket, for 
example, in the Thieves Den. 

Everyone's favorite spell is Control (which 
can also be purchased in the Guild Hall as a 
one-shot Sovereign scroll). Death Darts, Blast, 
Heal, and True Seeing arc also high on the list 
of preferred spells. When developed to the 
maximum, Death Darts causes 450 points 
damage on all enemies. Blast causes 1,600 
points on a single enemy, and Heal restores 
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1,000 health points to the party member of your 
choice. Just be careful not to raise spells too 
high for the amount of mana you can muster! 

The Adventurer's Career Path 

Once you've got your act together, the 
Innkeeper went on, it's time to take it on the 
road. Depending on how you count them, there 
arc over a dozen different quests waiting to test 
you inside the dungeons of Yserbms. The typical 
adventurer's career goes through three or four 
broad stages as he or she searches for the 
ultimate challenge inside the volcano (your exact 
mileage may vary depending on race and guild). 

With a character whose experience level is 
below twenty or so, you should spend your 
time thoroughly exploring the upper levels of 
the dungeon. Your goal should be to learn as 
much as you can about the creatures and items 
you encounter while putting some meat on 
your bones. Write down any clues you discover 
about the quests and carefully note the 
locations where you find keys and magic items. 
In fact, it's worth it to cover every spot on the 
map. Detect and True Seeing don't always 
show everything. Suicide jumps into chasms 
sometimes reveal safe landing spots on a lower 
level. Sometimes you'll stumble across magic 
items in out-of-the-way corners. And 
sometimes you have to bump into things to find 
them. Some of the walls in the Thieves Den, for 
example, are illusions. You can simply walk 
through them. 

Arm yourself with the armor, weapons, and 
other stuff you find and check your statistics 
to sec what happens. Potions and scrolls get 



used up. Spells in magic weapons also get used 
up, but the weapon remains in your inventory. 
This is a good time to make friends with other 
newbies and share information. Avoid the 
urge to hitchhike with super-experienced 
adventurers down to levels of the dungeon 
you're really not ready for. Not only are you 
more likely to get killed in combat (and lose 
experience points and valuable booty), but 
also many areas of the dungeon cannot be 
entered until you reach the required 
experience level. 




(J)eck your statistics when you arm yourself 
with new weapons, armor, or items. Most 
booty you collect as you explore the dungeon 
will improve your attributes in some way. 

It's at this beginner level that you'll learn the 
buic combat skills. You'll learn to hit magic- 
using enemies first, since they can render you 
helpless or worse with the right spell (nothing is 
more embarrassing in this game than having an 
enemy cast a Control spell on you so you end 
up killing yourself). You'll learn to put purple 
and blue people in the back of the bus, that 



ranged weapons are generally worthless (unless 
magical), and that frequently the best battle- 
tactic is to flee. 

Somewhere between experience levels fifteen 
and twenty, it's time to quit worrying about 
pumping your stats and start trying to solve 
quests. You probably won't need a resuscitator 
anymore, since at this level either you or 
someone in your party will know a 
Resuscitation spell. In combat, you should be 
strong enough to rely less on defensive spells, 
but not enough to get too cocky. 

Teamwork and interaction with other 
adventurers will be your keys to success. While 
you might make it through the first few levels 
of the dungeon on your own, the deeper levels 
are just too tough to survive alone. You and 
other Yserbius adventurers will need to band 
together for mutual protection and help each 
other solve the game's many puzzles. A party 

mane or characters whr»cp fvnerifn. <• it. 

between level thirty and thirty-five should be 
able to complete the final quest, albeit with 
difficulty. After reaching experience level forty, 
you should even be able to do many of the 
quests on your own. Some quests, however, can 
never be completed by a single player. They are 
designed to require coordinated action by 
different adventurers. 

Follow my advice, finished the Innkeeper, and 
you just might survive your battles with 
monsters, wizards, and our other resident 
creatures, find the many hidden chambers and 
treasure hoards, and discover the ultimate secret 
of Yserbius itself! Af 
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Gear & Goodies for Adventuring 



Here is a list of some of the items for sale in the Guild Hall, along with their hasic effects on character attributes. 
Effects are significantly increased if a character has the appropriate weapons skill. 

Item STR DFF AGI INI DFX Item 

Shortsword — — — — + 1 leather Cap 

Broadsword +1 — — — +4 Head Chainmail 

Longsword +2 — — +8 War Hat 

Katana +2 — — — +25 Helmet 

Axe _____ (loth Jacket 

Battle Axe +2 — — — +12 leather Jacket 

Club — — — — +2 (h.nnm.iil 

Mace +1 — — — +6 Breastplate 

Morningstar +1 — — — +]2 

War Hammer +3 — — — +75 

Quarterstaff +1 — — — +12 

Staff of Splintered Oak +2 — — — +18 Here is a list of some magic scrolls for sale in the 

s P ear +1 — — +2 Guild Hall, along with the spells they cast: 

Halberd +2 - - - +25 

Sling — — _ _ +2 Refresh Scroll Refresh 

Short Bow +|____ Halo Scroll Aura 

longbow +2 — — — +12 Scroll of Protection Energy Field 

Crossbow +1 — _ _ +18 Scroll of the Sun Fireballs 

Buckler _____ Crystal Scroll Hail 

Round Shield _+)___ Shaman Scroll Blast 

Oblong Shield _+!___ Sovereign Scroll Control 

STR-STRENGTH DEF-DEFENSE AGI-AGILITY INMNITIATIVE DEX-DEXTERITY 
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WIN A FREE 

SIERRA 
GAME! 




ROSSWORDS 







Crossword puzzle fans can never get enough of a good thing 
- like Sierra's new Take-A-Break! Crosswords. Designed 
specifically for use with Microsoft Windows", Take-A- 
Break! Crosswords features 375 puzzles at three skill levels 
created by the crossword authority, Dell Magazine. This 
issue's contest gives you a taste of what the fun is all about. 

1 . Complete the words we've listed below based on the 
definitions given. (The Take-A-Break! Crosswords puzzles they 
come from are listed in parenthesis.) 

2. Write your answers clearly on the back of a letter-size 
envelope. 

3. Type or legibly print your name, address, and phone number 
on an 8.5"x11" sheet of paper. Put the paper in your envelope 
and mail it by March 31, 1993, to: TAB Crossword Contest, 
Sierra On-Line, PO Box 1 103, Oakhurst, CA, 93644. 

If your envelope is one of the first ten randomly drawn correct 
entries, we'll send you the Sierra software product of your choice. 
Good luck! 

(As usual, all entries become the property of Sierra On-Line, 
prizes will be awarded at the sole discretion of Sierra On-Line, and 
employees of Sierra On-Line and its subsidiaries are not eligible to 
win. This offer is void where prohibited by law.) 



Servile flatterer 
Land measure 
Club for Carew 
Quiets 

Sounded a doorbell 
Stench W^ 

Foxy W ^ 

Thick slices 
Decrease gradually 
Leave out 

Wanders about a 
Indistinct 



(33 down, Medium 17x17) 
(2 down, Medium 13x13) 
(43 down, Hard 13x13) 
(25 down, Medium 15x15) 
(11 down. Medium 15x15) 
'49 down, Hard 15x15) 
(69 across, Easy 17x17) 
(49 down, Easy 15x15) 
(43 across, Hard 17x17) 
(94 across, Hard 19x19) 
(36 across, Easy 19x19) 
(71 down, Hard 17x17) 
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...Off the Press 



Discover ALL the Winning Answers to Today's Hottest 
Sierra On-Line Games with Computer Books from Osborne 



The Space Quest Companion, 



by Peter Spear and Jeremy Spear 

$19.95 

ISBN 0-07-881959-8. Illustrated 



SPACE QUE JT 




The King s Quest Companion. 
Third Edition 
by Peter Spear 

$1995 

ISBN 0-07-881 81 5-X. Illustfated 





RED HOT Computer Books from Osborne 
Give You Matchless Coverage and Quality. 




The Police Quest Casebook 
by Peter Scisco 

$19.95 

ISBN 0-07-881823-0. Illustrated 



Osborne \A 



Copyright © 1993 McGraw-Hill 



AVAILABLE AT THE FOLLOWING FINE STORES 



COMPUSA 

THt COMPUTIR SUPt KiToni 

Woldencoftwarc 
Waldenbooks 



If you im ill full fin < Mm iliiln 't buy It at 

CROWNS BOOKS 

SUPER \k/CPOWN 



iWMnc 

1-800-328-4646 
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We invite you to enter our Cartoon Contest whenever you'd like. We 
pick a couple winners from our file for each issue of the magazine, and 
we'll probably continue to do so until we get tired of it. 

If you win. we'll give you the Sierra software product of your choice - if 
you remember to put your name, address and telephone number on the 
back of your entry (please note your age if you're under eighteen). We'll 
also print your winning cartoon in InterAction. 



WINNERS! 



1. Shawn Gentry, Lima, OH, age 14 

2. Steve Marsh, Chattanooga, TN, age 15 

3. Steve Bloomer, Huntington Beach, CA, age 15 

4. Nick Howard, Santee, CA, age 13 

5. Robert Chan, Baton Rouge, LA, age 12 



GOBUIINS 1 



Here are some rules: 

1. I)r.m >our cartoon in black ink on unlincd, white paper (8.5"xll"). You can enter as 
MO) cartoons as you would like, but we entourage you to mail them all in a single 9"xl2" 
cnvckjpc and save a tree. 

2. We recommend you avoid using dialogue bubbles in your cartoons (they arc often too 
hard to read). We suggest you type or neatly print captions on an index card and glue the 
card to the hack ot your cartoon. 

i. We pick winning cartoons on the basis ot humor, originality, and clanty. Sometimes we 
consider artistic skill .is well, but we're not promising anything. If your cartoon isn't funny, 
it ii isn't your own idea, or if it isn't drawn neatly, don't send it. 

4. Sorry, but because we receive hundreds of camxms every month, there's no way we can 
acknowledge non-winning entries. All entries hcuxnr the property of Sierra < hi I iik . anyway. 

5. Mail vi mm cullies u>. 

Cartoon Contest. Sierra On-line, P.O. Box 1103, Oakhurst CA. 93644 

t>. IMPORTANT! /W dtm'l ■ repeat dtm'r - put chain letters, game orders. Quest que* 
tions, live animals, or any other correspondence in the same envelope as your cartoon en- 
try. You should mail all that kind of stuff separatels lo: 

Sierra Online, P.O. Box 485, Coarsegold, CA, 93614 





Barbers knew it was only a matter of 
time before '7SN cuts" caught on. 



MIXED-UP FAIRY TALES 



Cedric mouths off one too many times. 




After many hours of frustration trying to solve whether it was the hippo or 
cow that jumped over the moon, little Timmy reverts to violence. 
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CRAZY NICK'S A 

SPMNC HOT PEALS 



v 



*** "\ T 1 QUEST FOR GLORY I 
POLICE Q^^J "Anally $39.95 K ' 

^U^ 95N OWB07HFOR^ 

'THKlNCRJ^iM'' 




° n *' n »lly $39 




original!) $49.95 now 

To order by phone call: 1-800-326-6654 

All offers subject to sales tax where applicable plus regular shipping and handling charg 




NICK'S AWARD WINNERS 

• KINGS QUEST V originally S69.95 

• SPACE QUEST IV originally $69.95 

• LEISURE SUIT LARRY 5 originally S69.95 

YOUR£HOICE O* AW 2 I Ok $49.9- 



OFFER §1382 



Lowest 
prices 
cvcrL 



■ROM DRIVE AND 4 SIERRA GAMES NOW ONLY 999.95 FOR ALL!! 
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MPC GAMES 

KING'S QUEST V originally $69.95 YOURS FREE! 
MIXEDUP MOTHER GOOSE originally $69.95 
YOURS FREEI 
SPACE QUEST IV originally $69.95 YOURS FREEI 



Media Visum Multimedia I \)%rade 
includes a Sony (.I) ROM drive, a I'm 
Audio Spectrum sound card. Windows'" 
for Multimedia, Sierra On Line's Joins in 
the I-jm I .inc. audi <>mp(un\ Mulliiiu-du 
Kncyclnpcdia. 




Here's what you get... 

Media Vision Multimedia 

Internal Upgrade was $795.00 

All three games at left. . were $209.85 
REGULAR PRICE TOTAL $7,004.85 

Crazy Nick's Sonny Hot ueal 
Price for the entire package 
is only $399.9!). you save >m.w. 

LIMITED SUPPLY OFFER U.S. ONLY. ORDERS 
SUBJECT TO $7 00 U.S. SHIPPING AND HANDLING. 
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A PEEK AT WHAT LIES 
AHEAD (CONTINUED) 

Last issue, I used my column space to 
squawk about what wild and wonderful 
games might lie ahead in 1993 from Sierra 
and it's many sibling companies. Despite the 
extra half page granted to me by the 
Interaction editors for the story, and an 
attention to concise wordsmithing that is 
absolutely unheard of for this reporter, I 
only managed to give readers a small glimpse 
behind the curtain at the goodies that we'll 
see in the year ahead. Perhaps I've been 
spending too much time with the adventure 
game designers again, because this article is a 
"sequel" to those printed pages. So I 
continue, with "A PEEK PART II." 

THE ROBERTA REPORT 

I left off the last article with the teaser that 
Roberta Williams was hard at work on a 
multi-megabyte monster that would again 
set the industry on its collective ear the way 
that King's Quest VI did this Christmas 
season. What's the big release? It's King's 
Quest VI for MultiMcdia CD of course! 

I know. I know. You lucky CD ROM 
drive owners are now all groaning as you've 
played King's Quest V for CD and it was 
great and all that, but it wasn't that 
amazingly super special. Perhaps you're 
accusing the Magpie of being guilty of taking 
payola from a Sierra PR flack or maybe |ust 
a little guilty of a little too much hype. Well, 
King's Quest VI is special. That special. 
Why? Read on. 

Lets start with the voices. Yes, all CD's 
have had voices, but not from Robby 
Benson, voice of the beast in Disney's Beauty 
and the Beast. (Any of you folks see that 



movie?) Robby bellows the lead voice for 
Prince Alexander and turns in a great 
performance. I his talk of audio shouldn't 
hide the visual improvements of the game, 
either. For players operating in WmdouH . 
the talkers (close-ups of speaking 
characters), inventory, and icon bar have all 
been re-illustrated and re-animated in 
Super-VGA. 

And the opening cartoon has swelled from 
eight megl to over 50 megs in size! The new 
cartoon is longer, more involved, and 
features more of the amazing 3-D rendering 
that awed critics on the disk version. 

But the really big news is that King's Quest 
VI CD is the first Sierra title to take 
advantage of the Bright Star patented lip-sync 
technology. Bright Star, the Seattle company 
that became part of the Sierra Family last 
year, produced the lip-sync masterpiece 
Alphabet Blocks. This same technique is 
making the new King's Quest VI CD the 
closest thing yet to an interactive movie. 

For those of you without CD-ROMS (I 
refer to you kindly as "peripherally 
deprived"), now is the time to upgrade. The 
game will ship as soon as Roberta Williams 
is satisfied that it's the best ever ("she'll sell 
no Quest until it's the best"). 

AN ARRESTING DEVELOPMENT IN 
THE POLICE QUEST SERIES 

Last issue, I thought I'd be the first 
informer to "tip you off" that cop Captain 
Daryl Gates has relieved Jim Walls of his 
designers' duties on the Police Quest series. 
When the issue went to press, I found that 
President Ken released the rumor in his 
"Inside View" column in the front of the 
magazine. (If you want to start worrying 
about your job security, just have someone 
like Ken Williams start edging in on your gig.) 

Well, the rumor was true, and it was 
recently announced in gossip columns and 
newspapers all over the nation. (The story, 



WARNING: Often right, more often 
wrong, and occasionally even wildly 
inaccurate, Johnnie Magpie is InterAction 
Magazine's least controllable and most 
controversial pseudo-journalist. Manage- 
ment does not endorse, and in fact barely 
even tolerates, the inclusion of this 
feature in our publication. 



by Johnnie Magpie 



understandably, got a whole lot of play in 
his hometown of I. .A.), dates is hard at 
work on his first Sierra Adventure Game, 
and word is that his work will definitely be 
not what you'd expect from a guy that many 
in Los Angeles gave a bad rap. 

As 1 hear it, the story works around the 
pressure teenagers feel to join gangs in the 
inner city, and how good kids sometimes arc 
lured into situations where they fall afoul of 
the law. While the story offers no apologies 
for the evils of gang violence, it does seek to 
provide some understanding of the problems 
that kids in the innerciry face that makes them 
join gangs for social standing and survival. 

I'll caution you to put the hankies away 
now because while Police Quest IV presents 
clear points of view and emotions of 
individuals on both sides of the law, it is not 
bleeding heart in the handling of the subject 
matter. The real story in the game is that 
cops can understand all they want that the 
gangsters of the streets are actually 
somebody's children, but the duty of a cop is 
still to e nfo r ce the laws and keep the peace. 

Gates plans to deliver the realism of pol ice- 
work, but with heavy emphasis on the 
human element. If people can get past the 
considerable controversy that made Chief 
Gates a public figure in the first place 
(instead of just a public servant) it could 
provide an interesting and thought 
provoking view into the problems of 
America's innercities. 

THE SIERRA "ON-LINE" 
EXPERIENCE EXPANDS 

Back in 1970-something when Ken 
Williams decided to throw the words "on- 
line" into the name of his fledgling software 
company, one doubts that he envisioned the 
kind of wonderful weirdness that was 
realized when he opened the doors to The 
Sierra Network over a decade later. Fot t host- 
that haven't taken a visit to "The Happiest 
Place in CyberSpace" in a while, or have 
never signed on to the Ihe Sierra Network, 
this is one aspect of computer gaming that 
you just gotta experience firsthand. 

Back in November, the opening of TSN's 
new attractions iMrrylxind, Sierralutnd and 
MedievaLand (also known as Shadow of 
Yserhius) greatly expanded the potential of 
the services on-line experience, more rhan 

doubled the number of on-line games and 
offerings available for TSN'ers out for a 
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good time. The user base of the on-line service 
more than doubled in the few months around 
Christmas, and brought an amazing cast of 
humans to the TSN experience. By the time you 
read this article, TSN probably will have shipped 
version 2.1, an update from the November 
release, so more growth can be expected again as 
the service heads into the summer ahead. 

But, the real story for the Magpie isn't where 
TSN has been, it's where TSN is going, and after 
lots of rumors, innuendo and speculation, the fog is 
beginning to clear as to what the next major 
versions of TSN will have to offer. The main 
answers that I've come across are sports, sports 
and sports, with lots more dark dungeons, strategic 
sum, and competitive games built in to make TSN 
even more enjoyable for current members. 

As expected, it looks like Dynamix will kick off 
next football season with a multiplaycr version of 
its award winning Front Page Sports Football for 
The Sierra Network. TSN members will be able 
to play/coach to their favorite teams (including 
teams they build themselves) and do gridiron 
battle on-line with other armchair quarterbacks 
from across the country. A play-along with the 
TV football game might also make the opening 
kick off, and a truly awesome Sports Trivia game 
might even materialize before summer. Rumor 
has it that a multiplaycr golf game is also in the 
works. (Not the TSN minigolf game, but one with 
a realistic golf course on par with the best single- 
player games available). 

The deep, dark Yserbius Volcano of TSN's 
MedievalMnd will get deeper, darker and more 
dangerous with the addition of new dungeon 
levels to be explored come summer, and rumors 
.ire strong that a fully expanded MedievaLand 
that absolutely dwarfs the popular Yserbius 
roleplaying game might be shipping before next 
Christmas is over. After this time, plans call for 
what amounts to a Dungeon of the Month club. 
This is disturbing news to a player like me that 
still hasn't begun to plumb the depths of the 
original. (Can anyone tell me where to find a 
Thieves' Key)? 

Word is that the plan for future releases will 
steer more towards player interaction in both 
competitive and co-operative efforts, though the 
biggest new area may be the jousting area where 
brags can become brawls once and for all. Hottest 
Rumor of them all: Sierra will release a boxed 
version of Yserbius over the summer that will 
allow both single player off-line and multiplayer 
on-line play. Watch this mag for more details! 

Again, and as usual, this reporter seems to have 
run out of steam. More news to come next issue, 
including (if I can fit in in) the first look at the 
new TSN theme park that right now is being 
referred to as "SimuNation." 

Keep those cards and rumors flying! 3r- 
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QUEST FOR GLORY III: 
WAGES OF WAR 

You'll get all the inside information on the mak- 
ing of the game. The hints are to the point and 
there are maps, clues and special tips to help you. 
Clues are separated by character, so whether 
you're a Magic User, Thief, or Fighter, you'll 
always come through as a hero. 



GOBLIIINS 

The life of a goblin can be tough. This hint book 
has detailed clues and tips on each game episode 
as well as a story about the game. Plus, there's an 
inside story on how to save yourself from frus- 
tration by using the Access Codes. The King will 
thank you for helping the goblins save him from 
insanity and restoring peace to the kingdom. 



ORDER THESE AND OTHER GREAT HINT BOOKS BY CALLING: 

1-800-326-6654 

Outside the U.S. call 209-683-0468 

Or. use the handy order form below. 

Send me the following hint books at only $9.95 each!* UK and 

Europe customers, call 734-303-171. 

Name 




Address 
City 



State 



Zip 



METHOD OF PAYMENT 

J Check or money order (payable to Sierra On-Line, Inc.) 
J Visa J MasterCard J American Express J Discover 

Account # 

Exp. Date / Daytime Phone 

Authorized Signature 



J Black Cauldron 

J Castle of Dr. Brain 

J Colonel's Bequest 

J Conquests of Camelot 

J Conquests of the Longbow 

J Dagger of Amon Ra 

J Ecoquest: The Search for Cetus 

J Freddy Pharkas 

-J Gobliins 2 

J Gobliiins 

J Gold Rush! 

J Heart of China 

J Iceman 

Jlnca 

J King's Quest I 

J King's Quest II 

J King's Quest III 

J King's Quest IV 

J King's Quest V 

J King's Quest VI 

J Leisure Suit Larry 1 (Text vers.) 

J Leisure Suit Larry 2 

J Leisure Suit Larry 3 

J Leisure Suit Larry S 



J Lost Secret of the Rainforest 

J Manhunter 1 

J Manhunter 2 

J Pepper's Adventures in Time 

J Police Quest 1 (Text vers.) 

J Police Quest 1 (Icon vers.) 

J Police Quest 2 

J Police Quest 3 

J Quest for Glory I (Icon vers.) 

J Quest for Glory I (Text vers.) 

J Quest for Glory II 

J Quest for Glory III 

j Riftwar Legacy/Betrayal at 

Krondor 
J Rise of the Dragon 
J Space Quest I (Text vers.) 
J Space Quest I (Icon vers.) 
J Space Quest II 
J Space Quest III 
J Space Quest IV 
J Space Quest V 
J Leisure Suit Larry 1 (Icon vers.) 
j The Prophecy 
J Willy Beamish 



'Include sales tax in the following states: CA 7.75%, MA 5%, TX 6.25% 
Shipping and handling costs: $1.50 for one hintbook; $2.00 for 2 or more 

Offer #1383 
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1 . King's Quest VI: 

Heir Today, Gone Tomorrow 
The most popular series in computer 
gaming history continues with this 
elaborate, intricate, and ambitious 
adventure. Beginners to experts will find 
plenty of challenge. Fully 30-40% of the 
game is optional and multiple endings 
abound, depending on how you play the 
game. This is an intricate and enchanting 
adventure for the entire family. 

Z . I ront Page Sports: Toothtill 
The ultimate computer football game. 
Combines strategy, stats, and detailed 
arcade action. Every computer jock will 
thrill to the fun of creating specialized 
plays, trading players, drafting rookies, 
breaking tackles, kicking, punting, or 
diving for interceptions and catches. You 
can play as quarterback, coach, or general 
manager. It's the super bowl winner of 
sports simulators. 

3 . Aces of the Pacific 

Fast action WWII air warfare takes you 
across the Pacific, over land targets, and 
into fierce mid-air dogfights. Two mighty 
nations scream into combat in an entirely 
new flight simulation war arena. You 
command flight controls and weaponry 
that are just like the great historic war 
planes that conquered the skies in WWII. 
Strap on your goggles. ..the Zeros are 
coming in at 12 o'clock high! 

4. Quest for Glory III: Wages of War 
Venture into remote jungles and 

savannahs and continue to build your 
character from Quest For Glory II. Or 
start from scratch as a Magician, Fighter, 
or Thief. Disaster threatens the land of 
Tarna. Be a Hero and restore peace to the 
kingdom. How you solve this adventure 
depends on how you approach it. The 
most re-playable fantasy role-playing game 
ever created. 

5 . King's Quest V: Absence Makes the 
Heart Go Yonder 

Sierra's ever-popular, richly illustrated 
and animated adventure. The royal family 
is missing! Aided by an old wizard and a 
talking owl, you'll face the mysteries of the 
dark forest, precipitous mountains, a 
scorching desert and an ominous ocean .is 
you try to rescue the family. King's Quest V 
is also available in multimedia CD-ROM. 
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6. Island of Dr. Brain 

The brain-entertaining doctor whisks 
you off to his island in pursuit of a really 
big electric battery. But it will take some- 
real original thinking to make it through 
the science, math, language, and logic 
puzzles that await you. Variable difficulty 
settings make the game great for ages 12 
and up, while a random puzzle feature 
means you can play the game over and over 
without running into the same challenges. 

7 . Leisure Suit Larry Si Passionate 
Patti Does a Little Undercover Work 
Passionate Patti is a super secret agent, 

working undercover for the FBI. Larry is 
working a low-level job for the sleazy 
show, America's Sexiest Home Video-. 
Help Larry and Patti take on organized 
crime, the FBI, the music industry and the 
United States Congress in a spicy serving 
of sex, thugs, and rock n' roll. Suggested 
for mature audiences. 

8. WWII: 1946! 

What if President Truman had decided 
against dropping the A-bomb? Imagine 
what WWII would have been like if it had 
continued into the late '40s. This exciting 
scenario for Aces of the Pacific creates a 
possible history where a new generation of 
fighter craft, that were on the drawing 
board as the war ended, enter into the air 
battles of WWII. The ultimate "what if 
flight sim. Requires Aces of the Pacific. 

9. Police Quest 3: The Kindred 
Insanity, brutality and bizarre ritual 

killings are everywhere. Video-captured 
live actors make this game frighteningly 
real. And, as you patrol the mean streets of 
today's crime headlines you'll have to 
master authentic police procedures while 
directing forensic! and crime lab 
investigations. The searing stereo 
soundtrack is performed by Miami Vice's 
composer Jan Hammer. 

1 U. I iiiiiu Row in the Dagger of Anton Ra 
Plunge into the dizzying social whirl of the 
Roaring '20s. It's an era of jazz, flappers, 
champagne madness. ..and murder. Cub 
reporter Laura Bow is on the trail of a 
stolen l.gyptian artifact (cursed?). Creep 
through echoing hallways and cavernous 
rooms in a New York museum. But the 
enterprising thief (and a cold-blooded 
murderer) may be right behind you. 
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OverTwenty Great Games, Dozens Of Bulletin 

Boards And Gubs, One 2400 Baud Modem, 

And Thousands Of PeopleTo Play WitL* 




BEST DATA 
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Head To Head Dogfights... 



Allln 
One Box! 

For LessThan s 50 You Get: 

■ 2400BaudHayes® 
Compatible Modem 

■ Over7MegOfHot 
Game Software 

■ 30HoursOfGamePlay 
On The World's Premiere 
OivLine Games Network 



Team Hay Fantasy Games... Multi-Player Parlor Games... Only In Imagination 




Fly the award winning Red Baron 
with phis across the country. . . 



. .Join with others u> explcrre the 
labyrinths of Yserbius. . . 



...Or get together for a leisurely 
game like Bridge or Chess.. . 



..In the wrrld's first CyberSpace 
Theme Park and community'. 



For the same price as just one, best-selling computer game, you can Why take on a computer when you can face thousands of real- 
challenge the nation to dozens ( 4 1 uotanding adventures, AND add an life friends and foes from all over the country. Get everything you need 
important enhancement to your computer. to get started in the exciting world of on-line multi-player games today. 

Get a Best Data 2'100-Baud modem card, a stan-up kit for The Sierra Look for this sensationally-priced package 

Network, AND 30 FREE hours of on-line, multi-player games in onecom- at vour favorite software dealer, or call 

plcte package... at one INCREDIBLY LOW PRICE. I -800-648-7171 . 
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SPECIAL LIMITED TIME Of PER NUMBER: 262 




Out Your Ear, 




Pump up the 
volume with 
Sound Blaster ! The 
sound card from 
Creative Labs. 
Experience the full power 
of 11- voice synthesized 
music and 8-bit sampled 
sound effects. Don't just 
hear it. . . let it blow you away! The scream 
of your F-15's engine as you elude enemy 
fire. . . the crisp crack of your bat when 
you hit a homerun off the screen. . . the 
echoing ring of sword against sword during 
your next fantasy adventure. 

No wonder Sound Blaster is the world's 
#1 seller. And why it's the sound card that 
more gaming software developers write for 
under DOS or Windows™ 3.1. 



Sound Blasters a trademark ol Ciealr/e Labs, Int Windows * a trartemark ot Moosoft Corporation C 1992 Creative Laos inc 
Al rights reserved International nquries Creative fechnoloj». Ltd . Singapore W 65 7730233 Fax 65 7730353 



To find out 
more about 
Sound Blaster, 
the only sound 
card that's 100% 
Sound Blaster compatible, 
visit your local computer 
retailer or call Creative Labs 
at 1-800-998-LABS. 
Get the full blown sound capability you've 
always wanted for your PC— for only $149. 
With Sound Blaster from Creative Labs. 

Because. . . 
if you don't have 
Sound Blaster, you're 
really blowing it! 



SOUND 
BLASTER 
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